DESTROY ALL ASTRO-MEN! APRIL I99S 



It’s about gam€s. On the PC. Enough said. HD EDITION 
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PLUS! Exclusive UFO demo! 
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time IS up 


REVIEWED! Descent • Psycho Pinball • DIscworld • Iron Assault 
• Premier Manager 3 • Pizza Tycoon • Metal Marines • And more! 
P/?EW£iVfD/ Slipstream • Simon The Sorcerer 2 • Tank Commander! 
TIPPED! King's Quest VII • Cyberia • Retribution • System Shock! 






















































PREMIER MGR 3 

21.99 


COLONIZATION 

28.99 DISK OR CD 


TIE FIGHTER 

27.99 


ALADDIN 

20.99 


FIELDS OF GLORY 

29.99 


LION KING CLASSIC COLL - DELPHINE - LUCAS ARTS 

20.99 20.49 20.49 


CANNON FODDER 2 

23.49 


LEMMINGS 2 

9.99 




MAGIC CARPET 

33.99 CD 



18.99 OR 28.99 cd 



WING COMM. 3 

39.99 CD 



CHAMPIONSHIP 
MANAGER 93/94 
+ UPDATE DISK 


US NAVY FIGHTERS 

33.99 CD 


LITTLE BIG ADV. 

33.99 CD 


CHAMP MGR COLL. 

14.99 


COMPLETE WINDOWS 

19.99 CD 



CINEMANIA’ 95 ENCARTA’ 95 

39.99 CD 59.99 CD 


IMPOMTANT - ntASS NOTB 

C = CGA (Colour Graphics Adaptor) 

E = EGA (Enhanced Graphics Adaptor) 

V = VGA (Video Graphics Array) 

SV = Super VGA 

286/386 = Min machine requirement 
• = NEW Item 

MB = Minimum requirement of RAM 
HO = High Density 
DUAL = 3.5" & 5.25" disks 
RATED 18 - We only accepted faxed or postal 
orders. Please sign and state 
" I am over 18 " 


PC 3.5” DISK GAMES 


1942-PACIFIC AIR WAR .29.99 

A.T.A.C, H/D .9.99 

ACES OF THE DEEP .26.99 

ACES OVER EUROPE .13.99 

AIR BUCKS VI .2 11.99 

AIR FORCE COMMANDER .5.99 

AKIRA* .19.99 

ALADDIN .20.99 

ALONE IN THE DARK 2 .25.99 

ALONE IN THE DARK H/D .16.99 

AMAZON QUEEN V/386/4MB • 23.99 

ARCADE POOL .12,99 

ARCHER MACLEAN’S POOL .11.99 

AWARD WINNERS 3 

CIVILISATION. ELITE 2. LEMMINGS .23.99 

BENEATH A STEEL SKY .15.99 

CAESAR DELUXE .11.99 

CANNON FODDER 2 23.49 

CANNON FODDER .18.99 

CHAMPIONSHIP MANAGER 93/94 6.99 

94/95 END OF SEASON DATA DISK .12.99 

CHAMP MANAGER COLLECTION 

(1995 EDITION)* .20.99 

CHAMP MANAGER COLLECTION 

(93/94 + UPDATE DISK) .14.99 

CLASSIC COLLECTION - DELPHINE FLASHBACK, 
CRUISE FOR A CORPSE, ANOTHER WORLD. 
FUTURE WARS. 

OPERATION STEALTH .20.49 

CLASSIC COLLECTION - LUCAS ARTS MONKEY 

ISLAND. INDY JONES &THE 

LAST CRUSADE, LOOM, MANIAC 

MANSION. ZAK MCKRACKEN .20.49 

COLONIZATION V/386/4MB 28.99 

COMBAT CLASSICS 3 

HISTORYLINE. CAMPAIGN. GUNSHIP 2000 .23.99 

COUNTDOWN (AS SEEN ON TV) V/386 .17,49 

CYBERRACE V/386/4MB .6,99 

DAWN PATROL V/386/2MB 29.99 

DAY OF THE TENTACLE V/256C/386 .18.99 

DESERT STRIKE V/386 .21.99 

DOOM 1 (GAME OF 1994) V/386/4MB .24.99 

DOOM 2 V/386/4MB .29.99 

ECSTATICA V/386/4MB * 28.99 

ELITE 2 (FRONTIER) H/D .14.99 

ELITE PLUS E/V/286 5.99 

EYE OF THE BEHOLDER .12.49 

EYE OF THE BEHOLDER 2 12.49 

EYE OF THE BEHOLDER 3 12.99 

FIELDS OF GLORY .29.99 

FIFA INTERNATIONAL SOCCER .26.49 

FLIGHT UNLIMITED V/386/4MB * .31.99 

FORMULA 1 GRAND PRIX .14.99 

FRONTIER -1 ST ENCOUNTERS V/306/4MB • .24.99 

GOAL.8.99 

GRAHAM GOOCH WORLD CRICKET H/D .21.99 

GREAT NAVAL BATTLES V/386/2MB .11.99 

GUNSHIP 2000 V/286 14.99 

HARRIER JUMP JET V/286 .12.99 

HEIMDALL2 .19.99 

INDY JONES FATE OF ATLANTIS ADV.18.99 

INDY CAR RACING H/D .19.99 

TRACK DATA DISK H/D .13.99 

ISHAR 2-LEGIONS OF CHAOS .7.99 

LEGEND (WORLD OF LEGEND) H/D .6.99 

LEISURE SUIT LARRY 6 22.49 

LEMMINGS 2 H/D .9.99 

LINKS 386 PRO H/D .29.99 

LION KING .20.99 

LORDS OF THE REALM .24.99 

LUCAS ARTS TRIPLE PACK VOL1 

(X-WING, B-WING, IMPERIAL PURSUIT .30.99 

LUCAS ARTS TRIPLE PACK VOL2 
INDY - FATE OF ATLANTIS, DAY OF THE 

TENTACLE. SAM & MAX HIT THE ROAD .39.99 

MASTER OF MAGIC V/386 .29.99 

MICRO MACHINES V/386 .19.99 

MICROSOFT FLIGHT SIMULATOR 5 32.99 

MONOPOLY EA//286 .17.99 

MORTAL KOMBAT V/386 .13.49 

MR BLOBBY V/386 .8.99 

MS SPACE SIMULATOR V/386/4MB 32.99 

NASCAR V/386/2MB .26.49 

NEW WORLD OF LEMMINGS V/386 23.99 

ON THE BALL ■ LEAGUE EDITION .12.49 

ON THE BALL - WORLD CUP EDITION .12.49 

OPERATION BODYCOUNT V/386 * .23.99 

OVERLORD V/486 .22.99 

PACIFIC STRIKE V/256C/486/4MB .27.99 

PATRIOT V/386/4MB .12.99 

PGA TOUR GOLF C/E/V/286 .11.99 

PINBALL FANTASIES H/D V/386 .23.99 

PIRATES GOLD V/256C/386 .13.99 

PLANET FOOTBALL V/386 .19.99 

POPULOUS & SIM CITY C/E/V/266 .18.99 

POPULOUS 2 V/286 .11,99 

POWERDRIVE V/386 .20.99 

PREMIER MANAGER 2 V/386 .9.99 

PREMIER MANAGER 3 V/386/2MB .21.99 


PRIVATEER H/D V/256C/386/4MB/NDS 25.99 

PROJECT X* .9.99 

QUARANTINE V/486/4MB .24.49 

RAILROAD TYCOON DELUXE .26.99 

RAILROAD TYCOON .9.99 

RISE OF THE ROBOTS V/386/4MB .29.49 

ROBINSONS REQUIEM .19.99 

SAM & MAX HIT THE ROAD .18.99 

SCRABBLE .16.49 

SEAL TEAM .9.99 

SECRET OF MONKEY ISLAND 2 12.99 

SECRET OF MONKEY ISLAND H/D .12.49 

SECRET WEAPONS OF THE LUFTWAFFE .12.99 

SENSIBLE SOCCER - INTN’L EDITION .15.49 

SETTLERS .24.99 

SEVEN CITIES OF GOLD .12.99 

SHADOW OF THE COMET .19.99 

SILENT SERVICE 2 11.99 

SIM CITY 2000 SV/386/4MB 26.99 

SIM CLASSICS 3 IN 1 

SIM CITY CLASSIC. SIM LIFE. SIM ANT .23.99 

SIMON THE SORCERER H/D .24.99 

SPACE LEGENDS 

WING COMMANDER. MEGATRAVELLER, 

ELITE PLUS H/D .11.99 

SPEAR OF DESTINY .6.99 

SPEEDBALL 1 & 2 .8.99 

SPORTS MASTERS 

PGA GOLF. INDY 500, ADV. TENNIS, 

EUROPEAN CHAMPIONSHIP’S 1992 .11.99 

STAR TREK 2-JUDGEMENT RITES .29.99 

STAR WARS CHESS .19.99 

STARLORD .19.99 

SYNDICATE + DATA DISK V/256C/386/4MB .25.99 

SYSTEM SHOCK V/386/4MB .28.99 

TASK FORCE 1942 12.99 

TETRIS-7 COLOURS .17.49 

TFX .29.99 

THE GREATEST 
SHUTTLE, DUNE. 

LURE OF THE TEMPTRESS .14.99 

THEME PARK V/386/4MB .28.99 

TIE FIGHTER V/486/4MB 27.99 

DATA DISK VOL 1 .15.49 

DATA DISK VOL 2 * 15.49 

TORNADO .12.99 

TRANSPORT TYCOON SV/386/4MB 29.99 

TRANSPORT TYCOON SCENARIO* .18.99 

TRIVIAL PURSUIT DELUXE E/V/286 .11,49 

UFO - ENEMY UNKNOWN V/386/4MB .27.99 

ULTIMA 8 - PAGAN V/306/4MB 19.99 

ULTIMA UNDERWORLD .11.99 

UNIVERSE V/386/4MB 21.99 

WACKY WHEELS 3D V/386/4MB.24.49 

WORLD CUP YEAR 94 

GOAL, CHAMP MANAGER 94 -t- DATA 

DISK. STRIKER. SENSIBLE SOCCER .15.49 

X-WING H/D .30.99 

X-WING DATA DISK (B-WlNG) .16.49 

XCOM (UFOV1.5) V/386/4MB* .28.99 


PC 3.5” DISK HOME 


AFTER DARK SCREENSAVER FOR WINDOWS. 

WIN3.1/V/386/4 MB .34.99 

AUTOROUTE EXPRESS V3.0 FOR 

WINDOWS V/386/4MB .94.99 

BBC GARDENERS WORLD 3D GARDEN 

DESIGNER .16.99 

GRANADA TV HOUSESTYLE 3D INTERIOR 

DESIGNER.17.99 

KLIK AND PLAY FOR WINDOWS 

V/386/4MB 27.99 

LOTUS BUNDLE FOR WINDOWS. • 67.99 

MICROSOFT TITLES 386/4MB/HD 
MS CREATIVE WRITER FOR WINDOWS. 

WORD PROCESSOR AND DESKTOP 

WIN3.1 35.99 

MS DOS 6.22 UPGRADE. 

INCLUDES DRIVESPACE COMPRESSION 
SYSTEM GIVING UP TO 3 TIMES THE 
SPACE ON YOUR HARD DRIVE 49.99 

MS FINE ARTIST FOR WINDOWS. W1N3.1 36.99 

MS MONEY FOR WINDOWS. 286 79.99 

MS SOUND SYSTEM FOR WINDOWS. 55.99 

MS VISUAL BASIC FOR WINDOWS. . 114.99 

MSWINDOWS3.il COMPLETE. 65.99 

MS WINDOWS 3.11 UPGRADE. 

INCLUDES NETWORKING UTILITIE, 

IMPROVED FILE HANDLING AND 

32BIT DISK ACCESS .54.99 

MS WORKS V.3 FOR DOS.111.99 

MS WORKS V.3 FOR WINDOWS. 

FULLY FEATURED INTEGRATED OFFICE 
PACKAGE .114.99 

PC TOOLS FOR WINDOWS. 386/4MB 77.99 

QEMM V.7 GAMEPAQ WITH 2 FREE 
GAMES. INCLUDES PRIVATEER AND 

SHADOWCASTER GAMES. V/386/4MB .65.99 

QEMM V.7.5 ENHANCED MEMORY MANAGEMENT 

FOR DOS AND WINDOWS. V/386/4 MB .71.99 

SERIF PAGEPLUS 3 FOR WINDOWS. 

WIN3.1/386/4MB/HD .54.99 

STARWARS SCREEN ENTERTAINMENT 

FOR WINDOWS. WIN3.1/386/4MB .22.99 

STEREO WORLD 3D FOR DOS.22.99 

VIRUS KILLER PROFESSIONAL .19.99 


PC CD ROM GAMES 


11TH HOUR (18) V/256C/486/4MB .31.99 

1942-PACIFIC AIR WAR GOLD .29.99 

7TH GUEST V/256/386/2MB .31.99 

A320 AIRBUS V/386/2MB* .21.49 

ABSOLUTE ZERO V/386* .26.99 

ACES OF THE DEEP V/386 29.99 

AIR HAVOC CONTROLLER V/386 * .23.99 

AKIRA V/386/2MB * 24.99 

ALONE IN THE DARK 3 V/486/4MB • .31.99 

AMERICA’S GREATEST 

101 SHAREWARE GAMES .16.99 

ARMOURED FIST V/386/4MB .29.99 

AWARD WINNERS 3 

CIVILISATION, ELITE 2, LEMMINGS .23.99 

B17 FLYING FORTRESS H/D • .12.99 

BATTLE BUGS .26.49 

BENEATH A STEEL SKY V/256C/386 .27,99 

BETRAYAL AT KRONDOR V/256C/386 31.99 

BITMAP BROS COLLECTION 

GODS. MAGIC POCKETS, SPEEDBALL 2, 

XENNON 2. CADAVER .22.49 

BLOODNET V/256C/386 .29.99 

BUREAU 13 V/386/2MB * 24.99 

BUZZ ALDRIN’S RACE INTO SPACE V/3a6/4MB .27.99 

CASTLES 2 V/386/2MB .27,99 


CHALLENGE PACK 

EPIC. F29, PUSH OVER, ROBOCOP 3. 
MIGHT & MAGIC 2. CONTRAPTIONS. 
D-GENERATION, PAPERBOY 2, 


CHESSMASTER2100 .25.99 

CHAMPIONS OF SPORT 
CHAMPIONSHIP MANAGER 93. F1 

INTERNATIONAL RUGBY* .15.99 

CHAMPIONSHIP MANAGER COLLECTION 

(93/94UPDATE DISK) V/386* .14.99 

CIVILISATION EA//286* .17.49 

COLONIZATION GOLD V/386/4MB * 28.99 

COLONIZATION V/386/4MB 28.99 

COMANCHEL V/386/4MB .31.49 

COMBAT CLASSICS 3 
HISTORYLINE. CAMPAIGN, 

GUNSHIP 2000 .23.99 

CONSPIRACY V/256C/386 .22.99 

CREATURE SHOCK V/486/4MB .33.99 

CRUISE FOR A CORPSE V/286 .11.99 

CYBERIA V/256C/386/2MB .31.99 

DARK FORCES V/486/4MB.34.99 

DARK LEGIONS V/256C/386 .23.99 

DARKSUN - SHATTERED LANDS .29.99 

DAWN PATROL V/386/2MB 29.99 

DAY OF THE TENTACLE V/256C/386/ .28.99 

DESERT STRIKE V/386 .12.99 

DISCWORLD V/386/2MB 33.49 

DOOM 2 V/386/4MB .35,99 

DREAMWEB V/256C/486/4MB 29.99 

DUNGEON HACK H/D V/256C/386/2MB .26.49 

DUNGEON MASTER 2 V/386/2MB . ,27.99 

EARTH SIEGE V/386/2MB .28.99 

ECSTATICA V/386/4MB .30.99 

ELITE 2 (FRONTIER) H/D .14.99 

EXTRACTORS * 23.99 

F14 FLEET DEFENDER V/386/4MB .29.99 

F15 STRIKE EAGLE 2 .9.99 

F15 STRIKE EAGLE 3 V/386/2MB 13.99 

FABLES & FIENDS PART 2 31.99 

FABLES & FIENDS PART 3 V/486/4MB 25.49 

FALCON GOLD V/386/4MB.22.99 

FIFA INTERNATIONAL SOCCER .25.99 

FLIGHT UNLIMITED V/386/4MB* 34.99 

FRONTIER - 1ST ENCOUNTERS V/386/4MB • .24.99 

GABRIEL KNIGHT V/256C/306/4MB.29.99 

GREAT NAVAL BATTLES 2 26.49 

GREMLIN COMPILATION VOL 1 

ZOOL. LOTUS 3, NIGEL MANSELL'S .16.99 

HARRIER JUMP JET* .12.99 

HEIMDALL2-BANEOFASGARD .19.99 

HIT FOR SIX VI 

F19 STEALTH. TITUS THE FOX. 

GRAND PRIX MASTER. SATAN. 

CHICAGO 90. STARGOOSE .19.99 

INDIANA JONES FATE OF ATLANTIS .28.99 

INFERNO V/486/4MB .33.99 


INTERPLAY TENTH ANNIVERSARY 
ANTHOLOGY OUT OF THIS WORLD, 
STAR TREK - 25TH ANNIVERSARY, 
CASTLES. LORD OF THE RINGS. 
BATTLECHESS, DRAGON WARS. 
WASTELAND, BARD’S TALE. TASS 


TIMES, MINDSHADOW .33.99 

IRON HELIX V/256C/386/4MB .29.99 

ISHAR 2 - LEGIONS OF CHAOS .7.99 

IT CAME FROM THE DESERT 

+ 5 FREE GAMES* .9.99 

JAZZ JACK RABBIT V/386 * 24.99 

KING’S QUEST 7 V/486/4MB .28.99 

KING’S QUEST COLLECTION 

KING’S QUEST 1 TO 6 V/386/4MB .29.49 

KINGS QUEST 5 29.99 

KINGS QUEST 6 V/256C/386/2MB .26.49 


KIXX COLLECTION VOL 1 

ANIMALS. WORLD ATLAS. SPACE ENC'PEDIA, 
W/CUP USA 94, WINTER OLYMPICS, LINKS. 
THUNDERHAWK, CURSE OF ENCHANTIA. J. 
POND 2, OUTRUN. PRINT & PAINT. ITS ALL 
RELATIVE, MICHEAL JACKSON, PHIL 


COLLINS, MADONNA & 

JOHNNY CASTAWAY* .31.99 

LANDS OF LORE V/386/4MB .29.99 


LEISURE SUIT LARRY 6 26.49 

LEISURE SUIT LARRY COLLECTION 

VERSIONS 1 TO 5 V/386 29.99 

LEMMINGS 1 & 2 E/V/286 .12.99 

LINKS V/256C/386 .11.99 

LITIL DIVIL V/256C/386 .12.99 

LITTLE BIG ADVENTURE V/486/4MB .33.99 

LORDS OF MIDNIGHT V/386/2MB .23.99 

LOVERS GUIDE V/256C/386 .22.99 

MAGIC CARPET V/406/4MB 33.99 

MAN UTO PREMIER LEAGUE CHAMPS .21.49 

MASTER OF MAGIC V/386 .29.99 

MEGA RACE V/256C/486 26.49 

METALTECH V/486 28.99 

MR BLOBBY V/386 .9.49 

MS GOLF V/256C/386 34.99 

MYST (WINDOWS) V/486/4MB 32.99 

NASCAR V/386/2MB .27.99 

NATIONAL LAMPOONS - BLIND DATE * .26.99 

NEW WORLD OF LEMMINGS V/386 26.99 

NOCTROPOLiS (18) V/486/4MB .33.99 

NOVASTORM V/386/2MB 33.49 

OPERATION BODYCOUNT V/386 * .23.99 

OUT POST V/256C/486 .31.99 

PGA TOUR GOLF 486 V/486/4MB 34,49 

PINBALL DREAMS DELUXE V/386/4MB .23.99 

PINBALL FANTASIES DELUXE V/386 * 24.49 

PINBALL ILLUSIONS V/386/4MB .23.99 

PIRATES .11.99 

PIZZA TYCOON V/386/2MB * .29.99 

POLICE QUEST 1 V/256C/386 .11.99 

POLICE QUEST 4 V/256C/386 29.99 

POWER RANGERS V/386/2MB * .26.99 

POWERDRIVE V/386 .22.49 

PREMIER MANAGER 3 V/386/2MB * 16.99 

PRIVATEER V/256C/386/4MB .33.99 

QUEST FOR GLORY 4 V/256C/386 .29.99 

RAVENLOFT V/256C/386 29,99 

REBEL ASSAULT V/256C/386/4MB .32.99 

RISE OF THE ROBOTS V/386/4MB .31,49 

RISE OF THE TRIAD V/486/4MB.29.99 

CAN BE PLAYED BY UP TO 
20 PLAYERS ON A NETWORK. 

ROBOCOP 3 & DUNE .15.99 

SAGA OF ACES 

RED BARON -n D/D, ACES OF THE 

PACIFIC D/D, ACES OVER EUROPE .29.99 

SAM & MAX HIT THE ROAD V/256C/386/4MB .28.99 

SIM CITY 2000 + DATA DISK SV/386/4MB .31.99 

SIM CITY 2000 SV/386/4MB 31.99 

SIM CITY ENHANCED V/256C/386 .34.99 

SIMON THE SORCERER H/D V/256C/386 .27.99 

SPACE HULK H/D V/386 33.99 

SPACE QUEST COLLECTION 

SPACE QUEST 1 TO 5 V/386/4MB .29.49 

SSN SEAWOLF V/386/4MB.29.49 

STAR TREK 

- 25TH ANNIVERSARY .34.99 

- THE NEXT GENERATION V/486/4MB 32.99 

STONE KEEP V/256C/386/2MB .33.99 

STRIKE COMMANDER V/256C/386/4MB .32.49 

SUB WAR 2050 V/256C/386 29.99 


SUPER ARCADE GAMES. 

OVER 100 OF THE BEST ARCADE GAMES 
ON ONE COLLECTION CD, INCLUDES DOOM. 
DUKE NUKEM II, EPIC PINBALL, JETPACK, 


SPEAR OF DESTINY PLUS MANY MORE 

WELL KNOWN TITLES V/386 .19.99 

SYNDICATE V/256C/386/4MB .32.49 

TASK FORCE 1942 V/386/2MB * .12.99 

TELSTAR PACK VOL1 

7TH GUEST & DUNE V/256C/486 34.99 

TELSTAR PACK VOL2 
CANNON FODDER & 

BENEATH THE STEEL SKY* .34.49 

TELSTAR PACK VOL3 

ALONE IN THE DARK & SHADOW OF 

THE COMET* .28.99 

TELSTAR PACK VOL4 

SYNDICATE PLUS & UFO • 34.49 

TFX V/256C/386/4MB .20.99 

THE HORDE V/386 29.99 

THE PAGEMASTER •.31.49 

THE SCROLL V/386 * .24.99 

THEME PARK V/386/4MB .28.99 

TRANSPORT TYCOON SV/386/4MB 29.99 

TRIPLE ACTION VI 

F14 TOMCAT. HAMMER BOY, 

FLASHY CARS .11.99 

TRIPLE ACTION V4 

BLUES BROTHERS, SATAN, MAYA .11.99 

TRIPLE ACTION V5 
CRAZY CARS 3, BATTLETECH, 

GRAND PRIX MASTER .9.99 

UFO - ENEMY UNKNOWN V/386/4MB .22.99 

ULTIMATE FOOTBALL V/386 .29.99 

UNDER A KILLING MOON V/256C/386 .36.99 

UNIVERSE V/386 .21,99 

US NAVY FIGHTERS V/486/4MB.33.99 

VOYEUR V/386/2MB (18) 27.99 

WING COMM. ARMADA V/386/2MB.28.99 

WING COMMANDER AND ULTIMA 6 .14.99 

WING COMMANDER 3 SV/486/8MB 39.99 

WORLD CUP GOLF V/386/4MB •.31.49 

WORLD OF FOOTBALL (MANAGEMENT) • ...21.49 

X-WING COLLECTION 

X-WING, B-WING, IMPERIAL PURSUIT 

+ 6 NEW LEVELS V/256C/386 .34.49 

XCOM (UFOV1.5) V/386/4MB* .28.99 


PC CD ROM HOME AND INTERACTIVE 


20TH CENTURY VIDEO ALMANAC FOR WINDOWS. 

WIN 3.1A//256C/486/4MB* .48.99 

AFTERDARK SCREENSAVER PACK FOR WINDOWS. 

WIN3.1/386/4MB/HD •.37.99 

BEETHOVEN’S 5TH FOR WINDOWS. WIN 3.1/V/256C/486/4MB • ...29.99 

BIG GREEN DISK. V/386/4MB 29.99 

BODYWORKS VOYAGER (GUILDSOFT). V/386/4MB. • 35.99 

BRODERBUND LIVING BOOKS 

ARTHUR TEACHES TROUBLE .27.99 

ARTHUR’S BIRTHDAY . .30.99 

HARRY AND THE HAUNTED HOUSE.30.99 

JUST GRANDMA AND ME . . .27.99 

LITTLE MONSTER AT SCHOOL . .29.99 

RUFF'S BONE .29,99 

THE NEW KID ON THE BLOCK. .33.99 

THE TORTOISE AND THE HARE . . .33,99 

BUG ADVENTURE. V/386/2MB • 32.99 

COMPTON’S INTERACTIVE ENCYCLOPEDIA ‘95 FOR WINDOWS. 

WIN 3.1/V/256C/486/8MB *.45.99 

CLIPART HEAVEN 2. OVER TEN THOUSAND 300+ DPI HI-RES 
IMAGES. FORMATS INCLUDE PCX, TIFF, CDR, AND BMP (MONO) 28.99 

COMPLETE WINDOWS SET CD (COLLECTORS EDITION) .19.99 

COREL DRAW 3.0 FOR WINDOWS. WIN3.1/386/4MB/HD * .89.99 

DAVID BOWIE • JUMP INTERACTIVE CD ROM FOR WINDOWS. 

W1N3.1/V/256C/486/8MB* .27.99 

D-DAY: CRADLE OF LIBERTY FOR WINDOWS. 

WIN3.1/V/256C/486/4MB* .31.99 

DORLING KINDERSLEY TITLES WIN 3 1/V/256C/386/4MB 
DK EYEWITNESS ENCYCLOPEDIA OF SCIENCE * 

THE ESSENTIAL REFERENCE TO SCIENCE 67.99 

DK INCREDIBLE CROSS SECTIONS STOWAWAY * 35.99 

DK MY FIRST INCREDIBLE AMAZING DICTIONARY • 

INTRODUCTION TO 1,000 WORDS VIA SOUNDS AND 

ANIMATIONS. IDEAL LEARNING TOOL FOR CHILDREN 35.99 

DK THE WAY THINGS WORK FOR WINDOWS • .54.99 

OK ULTIMATE HUMAN BODY FOR WINDOWS * 54.99 

DESIGNER FONTS FOR WINDOWS CD. WIN3,1V/386 .19.99 

EXTREME SPORTS FOR WINDOWS. WIN 3.1 A//256C/486/4MB • ...34.99 
GUINNESS MULTIMEDIA DISC OF RECORDS 1994 

FOR WINDOWS. WIN3.1/V/256C/486/4MB* 39.99 

HISTORY OF THE WORLD CUP FOR WINDOWS. 

WIN 3,1/V/256C/386/4MB* .27.99 

IBM OS/2 WARP OPERATING SYSTEM FOR PC. V/386/4MB/HD • 59.99 

ISAAC ASIMOV SCIENCE ADVENTURE 2. V/386/4MB • .31.99 

KEY CAD COMPLETE FOR WINDOWS. WIN3.1/386/4MB/HD • .36.99 

KEY FONTS PRO FOR WINDOWS. WIN3.1/386/4MB/HD • .36.99 

KEY HOME GARDENER FOR WINDOWS. WIN3.1/386/4MB/HD ■ ...36.99 

MAGIC EYE FOR WINDOWS. WIN 3.1/V/386/4MB * .19.99 

MICROSOFT TITLES WIN 3,l/V/386/4MB 

MS ANCIENT LANDS FOR WINDOWS. • .38.99 

MS ART GALLERY FOR WINDOWS. 39.99 

MS CINEMANIA 95 FOR WINDOWS. 39.99 

MS CREATIVE WRITER FOR WINDOWS. * . 36.99 

MS DANGEROUS CREATURES FOR WINDOWS. 39.99 

MS ENCARTA 95 FOR WINDOWS. 59.99 

MS FINE ARTIST FOR WINDOWS. * 36.99 

MONTY PYTHON’S COMPLETE WASTE OF TIME FOR WINDOWS. 

WIN3.1A//256C/486/4MB* .37.99 

NEW DICTIONARY OF THE LIVING WORLD (ENCYLOPEDIA). 

V/256/486/4MB .32.99 

PFS WORKS 2.0 FOR WINDOWS. WIN3,1/386/4MB/HD • .37.99 

POWER UTILITIES. 286/4MB/HD • .19.99 

PREHISTORIA FOR WINDOWS. WIN 3.1/V/256C/386/4MB • .45.99 

PRINCE - INTERACTIVE FOR WINDOWS. 

WIN3.1A//256C/486/4MB* .34.99 

SAFARI FOR WINDOWS. WIN 3.1A//256C/486/4MB * 34.99 

SECRETS OF STARGATE. V/256C/486/4MB • .24.99 

SERIF PAGEPLUS PUBLISHING SUITE FOR WINDOWS. 

WIN3.1/386/4MB/HD *.74.99 

SMITHSONIAN DINASOUR MUSEUM. V/386/4MB. •.35.99 

STEREO WORLD 3D FOR DOS. • .22.99 

TCHAIKOVSKY’S 1812 OVERTURE FOR WINDOWS. • 27.99 

UFO FOR WINDOWS (GUILDSOFT). WIN 3.1A//256C/386/2MB • ...35.99 

VID GRID FOR WINDOWS. WIN3.1A//256C/486/4MB • .19.99 

VIETNAM - INTERACTIVE DOCUMENTARY FOR WINDOWS. 

V/256C/486/4MB/WIN 3.1 OR HIGHER * 34.99 

VIRUS KILLER PROFESSIONAL .19.99 

WARPLANES - MODERN FIGHTING AIRCRAFT FOR WINDOWS. 

WIN3.1A//256C/386/4MB* .37.99 

WHALES AND DOLPHINS FOR WINDOWS. WIN3.1/V/256C/486/4MB • 22.99 

WILD BLUE YONDER. V/256C/386/4MB .28.99 

WORLD ATLAS V.4 FOR WINDOWS. WIN 3.1/V/256C/486/4MB • ...45.99 


PC CD ROM EDUCATIONAL 


EAGLE EYE MYSTERIES CD (4-11). V/386/4MB .37.99 

KLIK AND PLAY ENHANCED FOR WINDOWS (ALL AGES).29.99 

MAGIC SCHOOLBUS EXPLORES THE HUMAN BODY 

FOR WINDOWS. WIN3.1A//256C/486/4MB* 34.99 

MAGIC SCHOOLBUS EXPLORES THE SOLAR SYSTEM 

FOR WINDOWS. WIN3.1/V/256C/486/4MB* 34.99 

MARIO IS MISSING CD (ALL AGES). V/256C/386 .19.99 

MAVIS BEACON TYPING TUTOR. C/E/V/386 * 32.99 

MICROFRENCHCD(8TOADULT). V/386/4MB 26.99 


PANASONK 3D0 « POWER KINGDOM... 3S5.99 ATARI LTNX 2 BATMAN RrURNS PA(K...29.99 SEGA 32X EXPANSION FOR MEGADRIVE... 149.99 AMIGA CD32 CRITICAL ZONE PACK ...220.00 ATARI JAGUAR t CYBERMORPH ...179.99 MEGADRIVE * SOFTWARE ...69.99 































































































































































































































































































































































486 DX2/66 MULTIMEDIA MINI TOWER PC - AMAZING SPEC. - INCREDIBLE PRICE 



SCANNERS WITH OCR 

TRUST AMI SCAN COLOUR. COLOUR HAND SCANNER FOR 
PC. UP TO 400 DPI HIGH QUALITY RESOLUTION. 24 BIT TRUE 
COLOUR GIVING 16.8 MILLION COLOURS, INCLUDES 
SCANKIT FOR WINDOWS, iPHOTO PLUS AND PERCEIVE OCR 

SOFTWARE.104.99 

TRUST AMI SCAN GREY GREY HAND SCANNER FOR PC. UP 
TO 400 DPI HIGH QUALITY RESOLUTION. 256 GREYSCALES, 
INCLUDES SCANKIT FOR WINDOWS AND PERCEIVE OCR 
SOFTWARE .49.99 


SICOS COLOUR PAGE SCANNER 

UPTO 1200 DPI RESOLUTION. VERY HIGH 
QUALITY, 24 BIT (16.8 MILLION COLOURS). 
TEXT BRIDGE OCR SOFTWARE. iPHOTO 
PLUS IMAGE EDITING SOFTWARE. 50 
PAGE SHEET FEEDER, 

FREE DUST COVER AND 
ONE YEAR WARRANTY. 

INCLUDES VAT 


255.99 


\ 



LEADS 

ANTI-SURGE 4 WAY MULTIPLUG 

EXTENSION LEAD .22.99 

ANTI-SURGE PLUG .12.99 


JOYSTICK EXTENDER CABLE FOR PC (2 METRES. 15 PIN) .9.99 

JOYSTICK SPLITTER FOR PC (15 PIN). 2 JOYSTICKS TO 1 PORT.10.99 

MAINS CABLE ■ PC BASE UNIT TO MONITOR .7.99 

MIDI CABLE - SOUND BLASTER TO MIDI KEYBOARD. MIDI IN, OUT & THRU 19,99 

NULL MODEM CABLE (9 PIN) .9.99 

NULL MODEM CABLE (25 PIN) .9.99 

(CONNECTS TWO PC’s FOR HEAD-TO-HEAD PLAYING ON CERTAIN GAMES) 
HI-FI LEAD - PC SOUND CARD TO HI-FI LEAD (2 METRES, JACK TO 2 PHONO) 7.99 
PRINTER LEAD (PARALLEL) 1.5 METRES FOR AMIGA. ST OR PC .5.99 

GAMES CARDS 

QUICKSHOT113S PC GAMES CARD + JOYSTICK .17.99 

TWIN PORT PC GAMES CARD WITH 113S PC ANALOGUE JOYSTICK (15 PIN) 

QUICKSHOT 163 SMART GAMES CARD FOR PC.12.99 

2X15 PIN JOYSTICK PORTS. CLOCK SPEED DETECT/SELECT. HOT KEY 
TUNING. SOFTWARE SELECTABLE. COMPATIBLE WITH 386 & 486 

THRUSTMASTER ACM GAME CARD.34.99 

TWO DUAL JOYSTICK PORTS. REMOTE JOYSTICK SPEED CONTROLLER. 
SUITABLE FOR USE WITH ALL THRUSTMASTER PRODUCTS AS WELL AS 
NORMAL PC JOYSTICKS. INCLUDES DIAGNOSTIC SOFTWARE. 

RECOMMENDED FOR 486 AND FASTER MACHINES. 

FAX MODEMS 

14400 BPS FAX/MODEM FOR PC. BT 
APPROVED. MNP 5/V.42 BIS DATA 
COMPRESSION GIVING UP TO 57,600 BPS. 

HAYES, G3 AND FAX COMPATIBLE. 
INCLUDES CABLES PLUS FAX AND COMMS 
SOFTWARE FOR DOS AND WINDOWS. 

5 YEAR WARRANTY. 



SOUND CARDS 

GRAVIS ULTRASOUND MAX SOUND BOARD FOR PC (386+). 165.99 

16 BIT STEREO SAMPLING AND PLAYBACK FROM 5 TO 48 KHZ, 

32 VOICES, 3 CD-ROM INTERFACES. 3D HOLOGRAPHIC SOUND CAPABILITY, 
AUDIO UTILITY SOFTWARE. SOUND BLASTER COMPATIBLE 

PC VALUE STARTER PACK .64.99 

SOUND BLASTER V.2 COMPATIBLE 8 BIT SOUND CARD 

WITH QS123 WARRIOR 5 JOYSTICK AND QS825 SOUNDMATE 4 SPEAKERS 

SOUND BLASTER 16 SOUND CARD BUNDLE FOR PC.89.99 

16 BIT STEREO SOUND CARD. SAMPLING AND PLAYBACK FROM 4 TO 44.1 
KHZ, COMPREHENSIVE UTILITY SOFTWARE TO EDIT. MIX, RECORD AND 
PLAYBACK COMPOSITIONS. INCLUDES PANASONIC CD ROM INTERFACE 

SOUND BLASTER AWE32 SOUND CARD FOR PC . 224.99 

32 VOICES, 512K RAM, 3 CD-ROM INTERFACES. CD QUALITY STEREO 
SAMPLING AND PLAYBACK FROM 5 TO 44 KHZ, ADVANCED WAVE EFFECTS 
WITH 16 CHANNELS. 128 INSTRUMENTS AND 6 DRUM KITS. 10 AUDIO 
UTILITIES 

SOUND BLASTER V.2 SOUND BOARD FOR PC .49.99 

ANALOGUE (15 PIN) JOYSTICK PORT. MIDI INTERFACE AND CD AUDIO INPUT 
SOCKETS. WITH LEMMINGS, INDY 500. ORGAN AND TALKING PARROT 

SOUND FX CLASSIC 3000 MCD SOUND CARD FOR PC .144.99 

20 VOICES, 3 CD-ROM INTERFACES. CD QUALITY STEREO SAMPLING AND 
PLAYBACK FROM 5 TO 48 KHZ, ADVANCED WAVE EFFECTS WITH 16 
CHANNELS, 128 INSTRUMENTS AND MULTIPLE DRUM KITS. AUDIO UTILITIES 

SPEAKERS FOR PC 

WE ALSO STOCK A RANGE OF SONY SPEAKERS 

LOGIC 3 CHAMPION STEREO SPEAKERS .109.99 

2 X 50 WATTS, MAGNETICALLY SHIELDED WITH BASS, 
TREBLE, BALANCE AND VOLUME CONTROLS. 

MAINS ADAPTOR SUPPLIED 

LOGIC 3 SUBWOOFER STEREO 
SPEAKER CONSOLE .. .69.99 
50 WATTS, MAGNETICALLY SHIELDED, 

TONE, BALANCE AND VOLUME 
CONTROLS. MAINS ADAPTOR SUPPLIED 
QUICKSHOT SOUNDMATE 4, STEREO SPEAKERS (PAIR) 17.99 
4 WATTS. MAGNETICALLY SHIELDED WITH BASS, TREBLE AND 
VOLUME. BATTERY OR MAINS ADAPTOR (NOT SUPPLIED) 




QUICKSHOT SOUNDSTOR 
STEREO SPEAKER CONSOLE 
WITH MAINS ADAPTOR ... 39.99 

10 WATTS, MAGNETICALLY 
SHIELDED WITH BASS. TREBLE, 
BALANCE AND VOLUME 


SCREENBEAT 3 STEREO SPEAKERS (PAIR) .14.S 

4 WATTS, MAGNETICALLY SHIELDED, BASS AND VOLUME. 
BATTERY OR MAINS ADAPTOR (NOT SUPPLIED) 


SCREENBEAT MAINS ADAPTOR FOR SCREENBEAT 
SPEAKERS (SUITABLE FOR ALL VERSIONS). 


COMPUTER CARE 

3.5” DISK HEAD CLEANER.5.99 

CLEANING KIT FOR COMPUTERS (INCLUDES VACUUM) . 18.99 

DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC) . 5.99 

DUST COVER FO R MONITOR (CLEAR PVC). 6.99 

DISK AND CD STORAGE 

CD WALLET. STORES CD’S NEATLY AND SAFELY 

(24 CAPACITY) .9.99 

(48 CAPACITY).12.99 

DELUXE DISK BOX 3.5” 

(120 CAPACITY. 3.5”) WITH DIVIDERS .9.99 

DISK BOX (120x3.5”) 

LOCKABLE WITH DIVIDERS .9.99 



MEDIA LIFE CD FILE DRAWER 

(30 CAPACITY) STACKABLE DESIGN ... 
MEDIA LIFE DISK FILE DRAWER 
(240 CAPACITY), STACKABLE DESIGN 


. 14.99 


^ 


70 NANOSECOND 72 PIN SIMM EASY INSTALLATION 

4 MB RAM EXPANSION .141.99 

8 MB RAM EXPANSION . 275.99 

16 MB RAM EXPANSION.419.99 


486 DX2/66 INTEL CPU CHIP 

66 MHZ REPLACEMENT CHIP FOR ALL 486 
PC MOTHERBOARDS. 

EASY INSTALLATION 
WITH INSTRUCTIONS 


149.99 


INCLUDES VAT 


INTEL 

DX2 66MHZ 
UPGRADE 


ALL PRICES INCLUDE VAT & CARRIAGE 


SPECIAL RESERVE 
' DISKS WITH LABELS 
IBRITISH MADE, ERROR FREE 

[pack of 10 HIGH DENSITY 3.5" 

S pree plastic fliptop box . 7.99 

PACK OF 10 DSDD 3.5" + BOX .6.99 

^HJpACK of 50 HIGH DENSITY 3.5” .23.99 

■Ml PACK OF 50 DSDD 3.5” .19.99 

PACK OF 10 TDK MF-2HD 3.5" DISKS (HIGH DENSITY BRANDED) ...10.99 

DYSAN DISKS 

PACK OF 10 DYSAN HIGH DENSITY 3.5” DISKS WITH 

LABELS AND FREE PLASTIC FLIP TOP BOX ...7.99 

PACK OF 50 DYSAN HIGH DENSITY 3.5” DISKS WITH LABELS .22.99 





PC JOYSTICKS & MICE 


CH FLIGHT STICK 

(ANALOGUE, 15 PIN) 

35.99 


GRAVIS JOYSTICK 

ANALOGUE, 15 PIN 

29.99 





QUICKSHOT 123 
WARRIOR 5 

(ANALOGUE,15 PIN) 

11.99 


SAITEK 
MEGASTICK 3 

(DIGITAL.15 PIN) 

8.99 


QUICKSHOT 201 
SUPER WARRIOR 5 

(ANALOGUE, 
AUTOFIRE, 15 PIN) 

14.99 


SAITEK MEGAGRIP 8 

(ANALOGUE, 
AUTOFIRE, 15 PIN) 
4 FIRE BUTTONS 
WITH LED 

15.99 




SAITEK MEGAGRIP 3 

(ANALOGUE, 
AUTOFIRE, 15 PIN) 

12.99 


PC OPTIX JOYSTICK 

(OPTICAL. 

ANALOGUE/DIGITAL 
SWITCHABLE 
15 PIN) 

26.99 



HAWK JUNIOR 

(ANALOGUE, 
AUTOFIRE,15 PIN) 

10.99 


FLIGHTSTICK PRO 

(ANALOGUE, 15 PIN) 
FOUR INDEPENDANT 
FIRE BUTTONS, 
THROTTLE 
CONTROL, BUILT-IN 
MINI JOYSTICK 
59.99 


MOUSE MAT WITH 
SPONGE 
BACKING 
4.99 




EKLIPSE MOUSE 

290-2900 DPI VARIABLE 
3 BUTTON, LONG CORD 
MICROSWITCHED, FREE 
MOUSE MAT 

10.99 


PHASE 9 
PHANTOM 2 

DIGITAL, 15 PIN 
AUTOFIRE & 
SLOW MOTION 

15.99 


WESTERN DIGITAL 
MOUSE 290-2900 
DPI VARIABLE, 
3 BUTTON 
MICROSWITCHED 
10.99 



CITIZEN ABC 24 PIN 
COLOUR PRINTER 

24 PIN, 80 COLUMN, 192CPS/64LQ, 5LQ/1 DRAFT FONT, 2 
YEAR WARRANTY, FREE PRINTER LEAD, FREE CITIZEN 
EASYSTART SOFTWARE. THE EASY TO USE PRINTER 

ABC MONO PRINTER .124.99 

TRACTOR FEED KIT FOR ABC PRINTER .38.99 

CANON BJC 4000 

COLOUR INKJET PRINTER 285 ,0 ex vat 

64 NOZZLES, 80 COLUMN, 5 FONTS, 360 DPI RESOLUTION UP 
TO 8 PAGES PER MINUTE. BUILT IN 100 SHEET FEED, 20 
TRUETYPE FONTS ON DISK. THE BJC 4000 COMBINES SPEED 
WITH HIGH QUALITY. WHAT PC JAN '95 SAID “VERY 
DIFFICULT TO BEAT”. 1 YEAR WARRANTY. FREE LEAD 

CANON BJ-200 
BUBBLE JET PRINTER 


144.99 


334.99 


229.99 


,95.74 EX VAT 

80 COLUMN, 248 CPS, 8 TYPEFACES, 3 PRINTING MODES, 
BUILT IN SHEET FEEDER, A COMPACT, VERY FAST AND 
QUIET PRINTER WITH 360 DPI RESOLUTION GIVING 
EXCEPTIONAL RESULTS. 1 YEAR WARRANTY AND FREE 
PRINTER LEAD 


ALL PRINTER PRICES INCLUDE CARRIAGE VAT AND FREE PRINTER LEAD 

EPSON LQ-100 PRINTER. 24 PIN, 250 CPS/72 LQ, QUIET . 139.99 

CITIZEN SWIFT 90C COLOUR PRINTER. 9 PIN, 240CPS/54NLQ .156.99 

PANASONIC KXP2135 COLOUR PRINTER. 24 PIN, 200 CPS/64 LQ . 179.99 

CITIZEN SWIFT 200c COLOUR PRINTER. 24 PIN, 216CPS/72LQ .185.99 

CITIZEN SWIFT 2400 COLOUR PRINTER. 24 PIN, 240CPS/80LQ .219.99 

CITIZEN PROJECT II COLOUR INKJET. 50 NOZZLE, 300 DPI, 120CPS LQ.239.99 

DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC) .5.99 

PRINTER STAND FOR ANY PRINTER.8.99 

COMPREHENSIVE RANGE OF RIBBONS IN STOCK - PLEASE PHONE 



SVGA COLOUR MONITORS 

COMPLETE WITH SIGNAL AND POWER LEADS AND TILT 
AND SWIVEL STAND. 0.28 DOT PITCH RESOLUTION 
LOW RADIATION TO MPRII STANDARDS 

MICROVITEC 1438 MULTI-SYNC MONITOR 

SUITS ALL ALL PC SCREEN MODES TO SVGA. 

r'^^'^^^^NTY free STEREO 
282.99 SPEAKERS 

SAMSUNG SVGA 14” COLOUR. MAX RES 1024 X 768, 1 YR WARRANTY . 185.99 

TRUST SVGA 15” COLOUR. MAX RES 1024 X 768, 1 YR WARRANTY . 259.99 

TRUSTSVGA 17” COLOUR. MAX RES 1280 X 1024, ON-SCREEN DISPLAY. 429.99 


HARD DRIVES NOW AT ROCK BOTTOM 

WHY NOT FIT A SECOND HARD DRIVE IN A SPARE 5.25” DRIVE BAY 
HIGH SPEED 3.5” IDE DRIVES, 1" HIGH, FITTING INSTRUCTIONS INCLUDED 

SAMSUNG 420 MB, 13 MS, 128K CACHE, 1 YEAR WARRANTY . 159.99 

WESTERN DIGITAL CAVIAR 420 MB, 12 MS, 128K CACHE, 3 YEAR WARRANTY. 169.99 

SAMSUNG 560 MB, 13 MS, 128K CACHE, 1 YEAR WARRANTY . 175.99 

3.5” HARD DRIVE TRAY TO FIT 5.25” DRIVE BAY (WITH SCREWS). 9.99 

DRIVE UNIT POWER SPLITTER FOR PC (1 MALE TO 2 FEMALE) .7.99 





HEAVY discounts ^ 

HUGE range 
10am to 8pm Daily 

FREE - 16 page colour catalogue - just phone 

01279 600204 

Order by fax on 01279 726842 - we 11 fax back to confirm receipt 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

Members receive our 48-page Colour Club Magazine bi-monthly. Each issue reviews a 
selection from our extensive range and includes at least £30 worth of coupons for 
additional savings on top products. Members are under no obligation to buy anything. 

MEMBERSHIP FEES UK EC WORLD 

ONI YEAR (6 MOUTHS) 7.00(4.00) 9,00(6.00) 11.00 (t.oo) 

One year price includes six issues of Special Reserve magazine with £180 of XS Coupons 

All prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
We issue confirmations of all orders received 

Overseas orders must be paid by credit card 

Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

- FAUN 

(BLOCK CAPITALS please) 

Name & Address_fS 


Postcode. 


If Mac or PC please state DISK or CD ROM 


Machine 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


Please use this box to add any optional fast delivery charge 
1st Class Post 40d per posted item or £10 hardware 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Access/Mastercard/Switch/Visa 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
.(ISSUE NO_ 


Cheques payable to: SPECIAL RESERVE at 
P.O. BOX 847, HARLOW, CM21 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 
Prices and offers may change without prior notification. SAVE = Saving off full retail price. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 3.2.95 E .& 0,E. 

^ Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 





HUGE range of hardware, software, 
books, peripherals and leads for ^,^**^*^^'\**** 

PC, CD Rom, Amiga. CD32, Sega, Yi'isw-./ f 

Nintendo. Atari, Apple. Sony. Philips and 

3DO. All official UK products, all at HEAVILY discounted prices 
Order by post, or by phone or come to one of the Special Reserve 

OPEN lOam to Spin CLUB SHOPS 7 DAYS A WEEK 

43 Broomfield Rd CHELMSFORD near the bus station 
The Maltings SAWBRIDGEWORTH near the train station 

Over 250,000 people have joined Special Reserve 



CD ROM DRIVES 
EASY TO FIT 

5.25" HALF HEIGHT DESIGN. SLOTS INTO SPARE DRIVE 
BAY OF PC TO RUN CD ROM SOFTWARE. AUTO LOADING 
CD TRAY. CD ROM XA MULTISESSION AND KODAK 
PHOTO CD COMPATIBLE. EASY TO INSTALL AND 
PROVIDE FULL MPC COMPLIANCE 

SONY CD55E CD ROM DRIVE .104.99 

CONNECTS TO IDE HARD DRIVE CONTROLLER, WITH ONE YEAR WARRANTY 
CREATIVE 563 CD ROM DRIVE WITH 

FREE GROLIERS ENCYCLOPEDIA AND PHOTOSTYLER SE .119.99 

PANASONIC UNIT, PACKAGED BY CREATIVE, THE MAKERS OF SOUND BLASTER 
CONNECTS TO SOUNDBLASTER 16 VALUE SOUND CARD. OR INTERFACE 
(AVAILABLE SEPARATELY). REAL MAGIC FMV COMPATIBLE FREE GROLIERS 
MULTIMEDIA ENCYCLOPEDIA AND ALDUS PHOTOSTYLER SE ON CD 

TRUST MULTIMEDIA GAME PACK _ 

EVERYTHING YOU NEED 170 OO HHSfC3 

FOR MULTIMEDIA . f” 

COMPLETE MULTIMEDIA UPGRADE KIT FEATURING 1^ 

TRUST SOUND EXPERT 16 SOUND CARD, TRUST 
CAROUSEL 16 DOUBLE SPEED IDE CD ROM DRIVE, 

TRUST SOUNDWAVE 40 15 WATT AMPLIFIED STEREO 
SPEAKERS AND 4 CD ROM TITLES INCLUDING 
ULTIMATE GAMES, ULTIMATE DOS, ULTIMATE SOUND 
AND ULTIMATE WINDOWS. FULLY MPC-2 COMPLIANT 

NEC QUAD SPEED CD ROM DRIVE iab A A 
WITH FREE ENCARTA ’95.175.99 

PLUGS DIRECTLY INTO IDE HARD DRIVE CONTROLLER, 230 
MSEC ACCESS TIME 600KB/SEC TRANSFER RATE. EASY TO 
INSTALL PROVIDING FULL MPC COMPLIANCE. WITH FREE 
MS ENCARTA 95, ANIMATION, ANECDOTE AND SNEAK 
PEEKS CD'S. 
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Life — sniff! — just isn’t fair. This month PC GAMES has been 
crushed beneath an unprecedented avalanche of absolutely 
f I 1 brilliant games, so of course 1 had to come down with a par- 

ticularly nasty flu-bug. So, while Dean and Alex were back in 

the office enjoying the sublime delights of games like 
Descent, Psycho Pinball, UFO; Terror From The Deep and, er. 
Premier Manager 3 ,1 was lying in bed at home, coughing a lot, sweating tike a pig 
and being slightly pathetic. 

And, to make matters worse, this was the month we got LucasArts’ Dark 
Forces in for review. Every time 1 rang the office from my death bed to see how 
things were going, all 1 could hear in the background was the sound of laser 
blasts and Stormtrooper chatter. Being the Star Wars saddo that I am, you can 
imagine my frustration at not being able to play too... 

Anyway, I’m better now — and what better way to 
get back into the swing of things than by reviewing 
top-quality fare like Space Ace... Hmmm, perhaps 1 
should’ve stayed in bed. 

Good health to you all - enjoy the issue! 

David Upchurch, 

Editor. 


6 Disks! 

stop! Don’t even think about putting your 
cover-mounted FlDs or CD in your PC until 
you’ve read this! 

12 News 

Once again PC GAMES’ team of expert news- 
hounds have gone through the bins of the 
world’s software companies to bring you this 
gaggle of top scoops. 


f WIN! ^ 

A brill quad-speed CD- 
ROM drive, thanks to 
i Microprose! Turn to J 
^ page 21 NOW! “ 



UFO: Terror From The Deep..40 

Actually, it’s not called UFO any more - it’s called X-COM. And the 
aliens no longer come from outer space, they come from the darkest 
depths of the oceans. What on Earth is going on? All is revealed in 
our — yes! — EXCLUSIVE first review! 


23 Previews 

Resident ‘lucky sod’ Dean jetted all the way over to the States to take an early peek 
at what MicroProse has up its sleeve for the coming year, while Dave and Alex con¬ 
tented themselves with more home-grown fare, including Gremlin’s Slipstream 
5000 , Domark’s Tank Commander and AdventureSoft’s Simon The Sorcerer 2 . 

39 Reviews 

According to the experts (i.e. us), April 1995 could well go down in software history 
as the best month ever for hot new releases — and with titles like UFO: Terror From 
The Deep, Dark Forces, Descent, Premier Manager 3 , Psycho Pinball and many more 
under the spotlight, who could disagree with them? 

72 CD Updates 

As well as taking a look at all the latest multimedia upgrades, we’ve once again bent 
the rules a little bit this month by including another data disk review in this section. 
Are we naughty or what? Giggle. 



Descent.46 


Interplay have taken Doom’s 3 D shoot-’em-up gameplay and given it a 
whole new dimension — literally! Ah, but does it work...? 



74 Budget Reviews 

Five new cheapo re-releases are given a good massage and an all-over body check 
by PC GAMES’ budget-meister, Alex Simmons. 

76 Back Issues 

Yes — here’s your chance to complete your PC GAMES collection! 

78 Power Up! 

If our tips were any more up-to-the-minute, we’d be printing solutions to games that 
haven’t even been written yet. Take this month, for example, which offers copious 
help for gamers stuck in King’s Quest Vll, Cyberia, Retribution and, of course, dear 
old System Shock. 


Editor David Upchurch • Art Editor Dave Kelsall • Reviews Editor Dean Evans • Staff Writer A\ex Simmons • Designer Peter Barrell • Additional Design Nicki Creed • Contributors 
Christina Erskine, Cal Jones, Martin Klimes • Cover Illustration Simon Bisley • Systems Manager Sarah-jane Leavy • Advertising Manager Marie Lawlor • Advertising Production 
Tina Gynn • Editorial Director David Kelly • Managing 0 /recfor Terry Pratt • Editorial and Advertising Offices Priory Court, 30-32 Farringdon Lane, London ECiR 3AU; Tel: (071) 972 
6700, Fax: (071) 972 6710 • Distribution Frontline Ltd, Park Road, Peterborough PEi 2TR; Tel: (0733) 555161 • Subscriptions Tower Publishing, Tower House, Sovereign Park, Lathkill 
St, Market Harborough, Leics LE16 9EF; Tel: (0858) 468888. Annual subscription rates (12 issues, incl. postage): UK & BFPO — £47.4o(HD)/£59.4o(CD); Overseas surface mail — 
£55(HD)/£67(CD); Airmail Europe 8t Eire - £65(HD)/£77(CD); Airmail Zones 1 & 2 - £95(HD)/£i07(CD) • Printed by TPL, 111 Hartlebury Trading Estate, Hartlebury, Nr Kidderminster, 
Worcs DYio 4)8 • MonitorMan™ Logo The Designers Republic# No part of this magazine may be reproduced, stored in a data retrieval system or transmitted by any means, electron¬ 
ic, mechanical, recording or otherwise, without the prior permission of the publisher • Cryptic quote: “It’ll be alright next month...” • © EMAP Images 1995 













REVIEWED THIS ISSUE,.. 

A 


Battledrome 

Big Red Adventure 

Cyclones*^'’ 

Dark Forces^'^ 

Descent 

Discworld^'^ 

EarthSiege"^ 

Hammer Of The Gods^^^ 

Iron AssaultCD 
Knights OfXentar^^ 

Metal Marines 

Pacific Air War Data Disk 

Pizza Tycoon 

Premier Manager 3 

Psycho PinballCD 

UFO: Terror From The Deep 

Space Ace*^'’ 

Superfrog 
X-Wing Collector 


Disks! 

Once again our disks and CD are full-to-bursting with fully- 
playable excellence — Including a totally exclusive UFO: Terror 
From The Deep demo! Blimey, can you handle the excitement? 


At long last it’s here — the 
eagerly-anticipated collision 
between Doom’s gameplay 
and the Star Wars universe! 
Ka-boomshanka! 


94 Have Raygun, Will Travel! 

As MicroProse prepares to unleash another legion of 
alien horrors upon us with UFO: Terror From The 
Deep, we decided it was time to take a look at the 
whole UFO phenomenon. 


The Troubleshooter 

Yet another baffled reader is led gently 
by the nose through the technical 
minefield that is the PC. 


97 Letters 

On this page you’ll find Letters, 
including ‘A’, ‘F’, ‘S’ and — every¬ 
one’s favourite — ‘M’. 


98 Next Month! 

What you can expect to find in May’s 
J Issue of PC GAMES... if you’re lucky. 













" Requires ^ 
256'Coiour VGA, 
4Mb of RAM and 
DOS 5.0; 386 PC 


" Requires ^ 
256'Coiour VGA, 
4Mb of RAM and 
DOS 5.0; 386 PC 


Terror From 


SYSTEM REQUIREMENTS 

Most of these demos will run on a 386 PC (minimum), with VGA, at least 4Mb of RAM, DOS 5.0 or greater and 
a mouse. However, please note that both Dark Forces and Wings Of Glory require at least 8Mb of RAM, and 
that Xplora 1 and Secrets Of Stargate need to be run under Windows 3.1 or greater. 


DISK 2 Tested for ALL known viruses! 


Premier Manager 3 


DISK 1 Tested for ALL known viruses! 


Please take care as you sample this 
month's mouth-watering demo delights. We 
reckon they’re so good, some of you suffering 
from a weak constitution might explode. Or 
something, if they get any better — iff that's 
possible — we’ll probably have to slap a 
Government health warning on the cover. _ 


crew as they battle sub-aquatic Here we go! Here we go! Here we go! Have you got what it takes to be 

aliens in this fab playable demo! ^ team? Find out in this excellent playable demo! 

Install Or Run? 

On the CoverCD, you’ll find that you can either install or run most of the demos featured. All of the demos on our disk are configured to run 
with a Sound Blaster or 100%-compatible card set at Port 220, IRQ 7, low DMA 1 and high DMA 5. If you have this, then you can run the demos 
straight from CD. If you haven’t, then install the demo onto your hard drive and use the sound set-up programs to configure the game to your system. 


UFO: Terror From The Deep 

MicroPposG 


The aliens are back - and this time they’ve got snorkels! Here’s your chance to sample 
the sublime delights of MicroProse’s PC GAMES STAR-rated super-sequel in this fully-playable 
— and needless to say EXCLUSIVE — demo. 


turning, costs Time Units. To give a soldier an order, first click on them and then click on the 
bank of icons at the bottom of the screen (for a brief description of what each of these does, 
see the diagram below). When you’ve done as much as you want to, click on the End Turn 
icon to pass play over to the aliens. 

Take care — the aliens are very tough, and it’s easy to get wiped out in a second. The key 
to success is to be very sparing in what you do each turn. Take it slowly, and try to keep some 
Time Units in reserve so that if you get spotted by the bugs, you can return fire. 


Loading Th€ Gam€... 

...From The HD Disks 

Pop Disk 1 in your machine’s internal drive, log onto it and then enter PCG to run the installer. 
If you’re happy with the settings, press RETURN to install the demo to your hard drive. 

...From The CoverCD 

Place the CoverCD in your CD-ROM drive, long onto it and then type PCG to run the CoverCD 
menu. Use the cursor keys to select UFO:TFTD and hit RETURN to install the game onto your 
hard drive. 


How To Play 

This demo is controlled using the mouse, so make sure you have a driver installed. Once 
the demo starts, you’ll be presented with a bried slideshow of intro piccies from the full game 
— click to cycle through them. 

In this demo you control a small platoon of men — consisting of the plucky young chaps 
at PC GAMES, no less — and you have to guide them into the heart of a downed alien vessel in 
search of xenomorphic scum-bags. And once you find them, you have to kill them. 

Before battle commences you’re given a chance to inspect your team. Click on the arrows 
in the top-right corner of the screen to cycle through each trooper’s inventory screen. Objects 
can be examined and moved around by clicking and dragging with the mouse. When you’re 
happy, click on OK to start the bug-hunt. 

The game takes place in turns, just like a boardgame. Each trooper possesses a limited 
number of Time Units which restricts how much they can do per turn — every action, even 






1. Use the object in the currently-selected 
soldier’s left hand. 

2. Not used in this demo. 

3. These two icons let you cycle through the 
map’s vertical ‘levels’. 

4. Brings up a map of the area — only the 
explored areas are shown. 

5. Makes your soldier stand or kneel — 
kneeling soldiers are more accurate shots. 

6. Brings up the soldier’s inventory screen. 

7. Centres the 3D map on the soldier. 

8. These two icons let you cycle through the 
soldiers in your platoon. 

9. Turns off automatic wall removal. 


10. Brings up the options menu. 

11. Lets you end the turn. 

12. Lets you quit the demo. 

13. Use the object in the soldier’s right 
hand, which is normally a gun — just pick a 
type of shot, then click on an enemy target. 

14. Clicking on these icons makes the game 
automatically reserve precious Time Units 
as you walk around. They can 
then be used to return fire 
when you’re spotted by 
the enemy aliens. 

15. Brings up the sol¬ 
dier’s status screen. 































































Premier 
Manager 3 

Gremlin Interactive 


The football management market gets 
ready to hot up again this Spring with the 
release of Tactical Manager 2 and Premier 
Manager 3. Which will come out on top 
remains to be seen, but to help you make 
your mind up as to which you see as the win¬ 
ner, here’s a completely playable demo of 
Gremlin’s latest offering. 

This demo is fully functional, giving you 
unrestricted access to all the management 
options in the full game. In fact, the only thing 
that’s missing from the demo that you’ll find 
in the full game is an option to SAVE, so you 
really do have a chance to find out what all 
the fuss is about. 

Loading The Game... 

...From The HD Disks 

Pop Disk 2 in your machine’s internal 
drive, log onto it and then enter PCG to run 
the installer. If you’re happy with the settings, 
press RETURN to install the demo to your 
hard drive. 

...From The CoverCD 

Place the CoverCD in your CD-ROM drive, 
log onto it and then type PCG to run the 
CoverCD menu. Use the cursor keys to select 
Premier Manager 3 and hit RETURN to install 
the game onto your hard drive. 

How To Piay 

The game is played with the mouse, so 
make sure you have a mouse driver installed 
on your system, and is controlled entirely with 
the icons dotted around the screen. Most of 
them are logical enough, and if you’ve played 
the original Premier Manager, you will already 
be familiar with most of them. 

There are far too many icons to detail 
here, but if you are looking for the new fea¬ 
tures, the staffing menu allows you to take on 
an assistant to whom you can assign some of 
the more tedious jobs, and the main match 
now shows a graphical representation of what 
is going on on the pitch at any given moment. 



( disks ) 


Dark Forces 


LucasArts 




Loading The Game... 

Place the CoverCD in your CD-ROM drive, log onto it and then 
type PCG to run the CoverCD menu. Use the cursor keys to select 
Dark Forces and hit RETURN to run the game or install it onto your 
hard drive. 


Doom clones may be ten a penny these days, but there can’t be 
any game awaited with such breathless anticipation as this one. 
LucasArts have just finished putting the final touches to their 3D Star 
Wars extravaganza, and hot off the presses we bring you a complete¬ 
ly playable level of the fabulous Dark Forces. 

In this single-mission demo, you have to break into the Imperial 
base, find the plans for the Death Star, and then get out again. Don’t 
expect it to be an all-guns blazing death-or-glory experience, though 
— there’s limited ammo and few places to hide, so you’re going to 
end up spending a lot of time ducking through doorways and crouch¬ 
ing in lifts. But isn’t that the spirit of the Rebel Alliance anyway? 


How To Play 

The game is viewed from a Doom-like first-person perspective, 
and is controlled using the following keys: 



Cursor Up 
Cursor Down 
Cursor right/left 
CTRL 

1 , 2 , 3 , 4 : 

SPACE 

ALT + Cursor 

Page Up/Page Down 


Walk forward 
Step backward 
Turn right/Turn left 
Fire weapon 
Select weapon 
Use switch/Open door 
Sidestep 

Lookup/Look down 


To leave the demo, press ESCape. 



Inferno 

Ocean 

DlD’s 3D bonanza is ready at last, and we 
at PC GAMES quite like it. We thought it would 
be a shame to leave our lovely readers out of 
the picture, so if you look on this month’s 
CoverCD, you’ll find a playable mission from 
that game for your enjoyment. 

It’s a solo run through hostile weather 
against some of the bases that have not yet 
been destroyed during the war, and your only 
back up seems to be a bunch of fighters who 
are only interested in acting as an enemy dis¬ 
traction. You’ve got a complete complement 
of weapons and a brand new ship, so get on 
out there! 

Loading The Game... 

Place the CoverCD in your CD-ROM drive, 
log onto it and then type PCG to run the 
CoverCD menu. Use the cursor keys to select 
Inferno and hit RETURN to install the game 
onto your hard drive and configure the game 
for your PC. After that, type INFDEMO to run 
the demo. 

How To Play 

The game is played with a combination of 
mouse and keys or joystick and keys, so make 
sure you have the appropriate drivers loaded 
before you run the demo. The mouse/joystick 
is used to steer the ship in all three dimen¬ 
sions, and the following keys control the rest 
of the game: 


+/- 


RETURN 

SPACE 

N 

T 

P 

DEL/INS 


Set the throttle. You can only move 
at half speed when underwater, so 
try not to go too fast when you dip 
beneath the waves. 

Select weapon from the bank at the 
top of the cockpit instrumentation. 
Fire currently-selected weapon. 
Brings up the NavMap. 

Cycles through targets in vicinity. 
Pick up combat pods. 

Toggles weapons and combat pods. 



There’s no quit, so you’ll need to reset 
your machine when you’ve finished play. 
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Wings Of Glory 

Origin 


Biplane flight simulations have to be the most exciting aerial combat games around. 
Goodbye high tech missiles that can take out the enemy long before you can actually see 
them — dogfighting at its best can only be found in a double-winged aircraft, and Wings of 
Glory from Origin is the perfect example. Get out into the skies against the fiendish Red 
Baron, up-diddly-up, down-diddly-down, crash behind enemy lines, get captured, then 


escape and get back home for tea and sausages. 


^ Loading The Game... 




Place the CoverCD in your CD-ROM drive, log onto it and then type PCG to run the 
CoverCD menu. Use the cursor keys to select Wings Of Glory and hit RETURN to install the 
game onto your hard drive. Now enter INSTALL to alter the demo’s sound configuration, and 
then enter WG to play. 


How To Play 

The demo is played with the keyboard, using the following keys: 


Cursor keys Controls the nose of the plane 
SPACE Fire cannon 

A Autopilot — takes you to the 

heart of the battle 

Fi-FS Interior and exterior views 



On The Ball 

Ascon 

Another football management title made 
available this month is Ascon’s On The Ball: 
The CD Edition. Very similar in presentation to 
the original On The Ball, this game features 
the vocal talents of none other than John 
‘Motty’ Motson, who’s on hand to give you 
spoken commentary during the entire match. 

Loading The Game 

Place the CoverCD in your CD-ROM drive, 
log onto it and then type PCG to run the 
CoverCD menu. Use the cursor keys to select 
On The Ball and hit RETURN to install the 
game onto your hard drive. Now enter SETUP 
to alter the demo’s sound configuration, and 
then enter OTBCD to play. 

How To Play 

The game is controlled with the mouse, 
and as you move the pointer over icons on the 



main screen, text will appear explaining what 
those icons do. 

To get straight into a match and to hear 
what Motty has to say, click on the Tactics 
icon (the door the back of the office), and then 
click on the top of the clipboard that appears 
until you reach team selection. Choose your 
team of eleven men good and true, assigning 
the free kick and penalty takers by clicking in 
the space next to their highlighted names, 
and you’re in! 



Mortal Kombat B 

Acclaim 


SuperKarts 

Manic Media 


is this the king of the beat-’em-ups? You’ll 
probably think so when you try out this com¬ 
pletely playable version of this arcade perfect 
conversion. The aim is simple — beat the hell 
out of the other person on-screen by any 
means you can, fair or foul. The last one 
standing is the winner. 

Loading The Game.. 

Place the CoverCD in your CD-ROM drive, 
log onto it and then type PCG to run the 
CoverCD menu. Use the cursor keys to select 
Mortal Kombat 2 and hit RETURN to run the 
game or install it onto your hard drive. 

How To Play 

The game is controlled with the keyboard, 
using the following keys for Player One and 
Player Two. 


Player 1 


Right 

C 

Left 

Z 

Jump 

D 

Crouch 

X 

Punch 

B,M 

Kick 

N,H 


Player 2 (keypad) 
6 
4 
8 
2 

1.3 

7.9 


This game is already taking the Shareware 
boards by storm, and here’s a little demo so 
you can find out what all the fuss is about. 
This is a single-player version of the game, 
where you race over five laps of a single track 
with no other aim than to beat the rest of the 
pack. There are items strewn around the track 
which will help you. 



To start a one-player game press Fi, and 
to start a two-player game, press F2. Press 
Fio during the intro screens to bring up an 
options screen that’ll let you configure the 
game’s controls and sound settings. 



Loading Th€ Game... 

Place the CoverCD in your CD-ROM drive, 
log onto it and then type PCG to run the 
CoverCD menu. Use the cursor keys to select 
SuperKarts and hit RETURN to run the game 
or install it onto your hard drive. 

How To Play 

The game is controlled with the keyboard, 
using the following keys: 


A 

Accelerate 

Z 

Brake 

> 

Steer right 

< 

Steer left 

ALT 

Reverse 

SPACEBAR 

Use turbo boost 

Escape 

Quits from the demo 


Virtua Chess 

Titus 


Titus’ new chess program is really 
something special, and they’ve been nice 
enough to give us this massive 21-move 
demo of the game that features just about 
everything in the full title. It’s one of the 
best chess programs we’ve come across, so 
why don’t you try it out for yourself? 

How To Play 

The game is played with the mouse, so 
make sure you have a driver installed. You 
play as you would any other chess program 
— click with the mouse button when the 
cursor is over the piece you want to move, 
and then release the button when you’ve 
placed it. If you hold down the right button, 
a menu bar appears that allows you to 
change just about everything in the game. 


Loading The Game... 




Place the CoverCD in your CD drive, log 
onto it and then type PCG to run the CoverCD 
menu. Use the cursor keys to select Virtua 
Chess and hit RETURN to run the game. 
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Xplora i 

Mirage 

Okay, so it isn’t really a game, but we figured that you people out there want to see what 
else your CD-ROM drive is capable of, right? So we’ve included this mammoth demo of Peter 
Gabriel’s Xplora i, touted as being one of the best multimedia presentations around. This demo 
takes you through alt of the major parts of the entire package, and all we can say about it is that 
it’s weird. Try it for yourself and see. 

Loading The Game... 

Xplora 1 runs under Windows, so load up Windows and use the File Manager to run the 
SETUP.EXE file which you’ll find in the root directory of your CoverCD. This will create a program 
group on your Windows desktop, which you can then use to run the demo itself. 

How To Play 

You don’t exactly play this demo — just use the mouse to click on any parts of the screen 
that interest you, then sit back, watch and listen... 



Secrets Of 
Stargate 

Compton's New Media 

Kurt Russell’s new sci-fi title is causing a 
bit of a storm at the moment, due to its fan¬ 
tastic special effects, most of which were gen¬ 
erated on computer. As a celebration of this 
fact Compton’s New Media have put together 
Secrets Of Stargate, a multimedia presenta¬ 
tion showing just how the film was made. Our 
demo features just a few images and video 
clips from the final product, which should be 
in the shops as we speak. 

Loading Th€ Game... 

The demo runs under Windows, so you’ll 
need to start your Windows software, and 
then use the File Manager to run the file 
SETUP.EXE in the STARGATE directory on the 
CD. This will create a program group on 
screen, and after that the rest is easy! 

How To Play 

Simply click on the appropriate buttons, 
remembering to select your drive letter before 
you select a clip to play. It’s that easy! 



1 Alone In The Dark 3 



InfogramEs 




Infogrames continue their stunning — 
and award winning — Alone In The Dark 
series with a little jaunt into the Wild West. 
In this demo you once again take on the role 
of Edward Carnby, ghostbuster extraordi¬ 
naire. This time, however, he’s trying to find 
his way around a spooky ghost town with¬ 
out getting killed by the ghoulies. Does that 
sound like a caper to you? Or just a slightly 
dirty joke? 

How To Play 

The game is controlled with the cursor 
keys, using left and right to rotate Edward 
and forward and back to make him walk for¬ 
ward and — yes, you guessed it — back¬ 
ward. Note that pressing forward twice 
makes Carnby run, which is handy if you’re 
trying to avoid the ghosts. 

Bring up the inventory screen by hitting 
RETURN. You can now use objects and make 
Carnby perform certain actions by highlight¬ 
ing the relevant icon and pressing RETURN 
again. When you’re back in the gorgeous 3D 
world, hit SPACE to use the selected objects 
or perform the chosen action. Note that to 
fire the gun, you have to press both SPACE 
AND forwards. 


Loading The Game 

Place the CoverCD in your CD-ROM drive, log onto it and then type PCG to run the 
CoverCD menu. Use the cursor keys to select Alone In The Dark 3 and hit RETURN to 
install the game onto your hard drive and configure the game for your PC. After that, 
type AITDEMO to run the demo. 



ALEKT! ALERT! 

My disk is faulty! 

Due to the massive number of 
disks duplicated, the odd one 
might be a touch faulty. If 
you’re unlucky enough to get 
one of these, don’t despair 
because help is at hand. 
Whatever you do DON’T SEND 
THEM TO US! Simply send 
them off to the following 
address with an SAE for 28p: 

PC GAMES Bodged Disks, 
Diskxpress, 

Unit 7, Willow Court, 
Bourton Industrial Park, 
Bourton-on-the-water, 
Gloucestershire GL54 2HQ. 

If you think you can solve your 
problems over the phone, try 
calling the disk helpline on 
(0451) 810788. The helpline is 
open between 3pm and 5pm 
on weekdays. 

Making A Boot Disk 

If you’re having problems running any of 
this month’s floppy games try making a 
boot disk. Take a freshly formatted flop¬ 
py disk, slap it into the disk drive (I’ll 
assume it’s drive A for the moment) and 
type: SYS A:. The system files will be 
transferred and within seconds you’ll 
have a boot disk on your hands. 

All you then need to do is leave the 
floppy in the disk drive, reset your PC 
and finally try loading the game again. 
Don’t take the disk out of the machine 
as it boots up because you want the PC 
to read the information from the floppy 
rather than the hard disk. 

What the... HELP! 

All these demos require 4Mb of 
Expanded (EMS) memory to run and at 
least 590K of free base memory, except 
where stated otherwise in the System 
Requirements panel on page 6. If you 
have this, not Extended memory (XMS), 
they shouldn’t cause you any problems 
whatsoever. 

• Except where specified, these 
demos do not work under Windows and 
may not be compatible with 
DoubleSpace, QEMM 386 or Stacker 
disk compression software. 

The Fine Print Bit... 

The PC GAMES coverdisks are rigorously 
checked for viruses, but coverdisks are 
used at the reader’s own risk. PC 
GAMES can accept no responsibility for 
damage to either data or hardware 
caused by using the coverdisks. 

PC GAMES and its retailers are not 
liable for any unnotified changes to the 
contents of the coverdisks which may 
occur, okay? 
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You’re given £100,000 and a vast land and sea 
area with numerous towns and cities. 
You’ve got 100 years to prove yourself a 
Transport Tycoon. 

Set the wheels in motion. 

Make it big with Transport Tycoon 


AVAILABLE NOW 





































N 


M 


N 



































Infogrames Joins Ocean’s Gang! 

i 

L ast issue we awarded Alone In The Dark 3 a triumphant 89%. So 
far so good, but even our keen News noses failed to sniff a poten¬ 
tial story with regards to this game. You see, we stated that the game 
was available from Infogrames — but that’s not strictly the case, as 
the French software company has joined forces with our mates at 
Ocean to tie-up a distribution deal reputedly worth £2 million. 

The deal is initially for three titles, and gives Oceaathe job of sell¬ 
ing and distributing AITD3, A4 Network (aka A-Train IV), and Prisoner 
Of Ice. This will free up more time for Infogrames, enabling it to spend 
more time perfecting the above games. 

“PC software doesn’t come much classier than the Alone In The 
Dark series,” enthuses Ocean’s chairman David Ward. “There’s a real 
buzz in Ocean about this deal, and we’re all looking forward to taking 
these titles to market.” 

Infogrames’ managing director Bernard Montibert is equally excit¬ 
ed. “It is important to us that these three games should achieve their 
full potential in the UK — and this arrangement assures us that this 
goal will be met,” he says. 

Ocean is looking to ‘do’ similar deals with other companies, and 
promises this is only the beginning of an aggressive push into third- 
party sales and distribution. “Watch this space,” hints David Ward. 

We will, matey. 



Great News For Star-Gazers 


A revolutionary new title from Compton’s 
NewMedia for the first time offers CD-ROM 
owners the opportunity to venture behind the 
scenes of the blockbuster movie — without 
ever leaving their armchairs. 

The blockbuster in question is Stargate, and 
Secrets Of Stargate is a multimedia package 
containing over 40 minutes of film footage. 


much of which is exclusive to the disc. 
Storyboards, star biographies and additional 
background information are but a click of the 
mouse away, with experimental scenes used to 
test the film’s special effects proving to be the 
most interesting. 

Priced at £34.99, Secrets Of Stargate 
should be in the shops now. 



BIOGRAPHICAL & CREDITS: 

The MASTADGE was created and operated by 
PatrickTatopoulos and his team. 


CHARACTER DESCRIPTION: 

A cross between a camel, a buffalo and a big 
ovable sheep dog, the Mastadge is used 
mainly as a beast of burden. Intensely loyal, 
the Mastadges faithfully work for the young 
shepherd boys who take care of them. They 
can run up to 35 miles an hour over the sandy 
dune landscape of the planet, and are the only 






RACReorPhra) 

A 3 the meaning or his name Implies, Ra was the 
sun god, and conaequentiythe cendrai deity of 
most ofthe EgypHarv cosmologies. Ra is usually 
considered to be an original creator god; he is 
said 10 have risen by his own will out ofthe 
primordial waters of Nun (eternity). He was usually 
represented as the sun disk, though he was also 
described as having risen in the form of a phoenix. 
Ra wae sometimes depleted ae a child with the 
lop*knot of youth, who rose out ofthe primordial 
waters enfolded in the petals of a lotus blossom 
evenr momino. and returned to the shelter ofthe 




Striker Light! 

A soccer game from Tony Adams would usually be something to be 
worried about, but the forthcoming Striker ‘95 is no cause for 
concern as the Mr Adams involved is not ofthe donkey variety. Nope, 
he’s the MD of Time-Warner Interactive Europe — phew, eh? 

Developed by Rage Software, Striker ‘95 should be an even better 
looking game that EA’s FIFA. A nippy flying camera captures the 
action from almost every angle, and the 256-colour SVGA graphics 
will make jaws drop across the land. For those less than handy with a 
joystick, a team management option will prove just the trick. 

“There are some good football games out there but we’re confi¬ 
dent that Striker ‘95 will be more addictive than the best of them!” 
exclaims Tony Adams. 













































W ith the gap between movie 
making and game creation 
narrowing all the time, it comes as 
no surprise that yet more of 
Hollywood’s stars are jumping on 
the interactive movie bandwagon. 
But it has to be said that no-one so 
far has been as lovely as Tia 
Carerra, star of Virgin’s forthcoming 
The Daedalus Encounter. 

Set in the future — like all 
games seem to be nowadays — The 


Daedalus Encounter is an interac¬ 
tive extravaganza that promises to 
be a jaw-dropping as most modern 
blockbusters. Live action (which 
took over ten days of solid filming 
to perfect) has been blended with 
computer-generated visuals to cre¬ 
ate an almost seamless science fic¬ 
tion world worthy of any movie. 

You play the part of Casey, a 
space cadet whose brain has literal¬ 
ly been blown away, only to be 


housed in a special floating, erm, 
‘thing’ through which most of the 
game is viewed. Over two hours of 
footage is spread across three 
discs, with the action interspersed 
with loads of brain-taxing puzzles. 

We’ve seen a very early version 
and, provided the level of interactiv¬ 
ity is sufficiently high, we reckon 
this will be of the more interesting 
games to hit the shelves this year. 
Look out for a preview soon. 


Bishop in Pawn Shock 


T he ‘Virtua’ tag has been attached to many games, 
especially Sega’s series of action-packed 3D 
arcade machines (Racer, Fighter and Cop), but the first 
PC release to be prefixed with this word features the 
frenetic, violent and exciting world of... urn... chess. 

Virtua Chess from Titus brings the chess simulator 
bang up to date. These traditionally Windows-based 
programs have until now relied on simple top-down 
views with two-dimensional graphics that look like all 
the pieces have fallen over. Virtua Chess will change 
all this. Its revolutionary 3D view allows you to look at 
the action from every angle imaginable — and a few 
more besides. The pieces have been modelled on 
Silicon Graphics machines and the results are, well, 
impressive to say the least. 

Another drawback with computer-based chess 
sims is the time the computer takes to work out its 
next move — on the higher levels at least, half an 
hour’s thumb twiddling is not unusual. Titus reckons 
that its first foray into the chess world checkmates all 
other sims: in ‘independent’ tests, VChess proved to 


be three times faster than Chessmaster 4000 and 
Gambit Kaspirov, both considered by many to be the 
joint kings of the genre. 

Titus hopes that VChess’s snazzy graphics and 
impressive list of features will go some way to bring¬ 
ing chess to the mass market. Whether this happens 
or not, chess aficionados at the very least should find 
this to their liking. We’ll hopefully bring you a full 
review next month. 




Team Talk 


Who are the geezas who write PC 
GAMES? And just what or who 
has taken their fancy this 
month? All is revealed 
below... * 

David Upchurch 

Editor 

The rosy-cheeked 
chuckling chubster 
wasn’t quite his old self 
this month, because he 
was struck down by a 
nasty flu-bug which 
kept him bed-ridden for 
a week. “Koff! Splutter! Got to... 
play... Dark Forces...” he croaked 
weakly, before collapsing back 
onto his sick bed. 

Dean Evans ' 

Reviews Editor 

Swoonsome Dean had a bit 
of funny turn while 
playing our UFO demo. 

When his on-screen 
alter-ego had his mind 
controlled by the aliens. 

Dean suddenly went as 
white as ghost and, in a 
funny voice, said “I... am Evanus... Of 
Borg... Your life... as you have known 
it... is over...” Then Alex quickly 
slapped him in the face and he 
seems to be all right now... jSr 





Alex Simmons 

staff Writer 

“It’s been lucky for me that 

Dave’s been off sick,” 

said po-faced Alex, as 

he hid some Giant-sized 

Mars Bars that he’d -- 

laced with flu virus in 

his desk drawer, 7.- * 

“because it meant that I 

finally got a chance to review some 

decent games for once, like 

LucasArts’ Dark Forces and 

Interplay’s Descent.” 


Davici Kelsall 

Art Editor 

“Regular readers won’t be 
surprised by my choice 
for game of the month,” 
said the Star Wars- 
crazy design chimp. 

“Yes, it’s Dark Forces — 

although I thought it IBBH 

was a shame that you 

didn’t play a jedi, because then you 

could’ve gone around chopping up 

the aliens with a lightsabre. That 

would’ve been fanto-fox!” 
























ig business 

means bad news! 


I’m not too sure I like the so-called ‘Big Boys’ muscling in on our 
industry. Over the past six months or so we’ve seen several 
major corporations snap up smaller development teams and take 
a large slice of the software cake. But while this injection of cash 
may come as a relief to some of those involved, the arrival of 
these mega corporations may — just may — have a detrimental 
effect on games as we know them. 

Since the days of the ZXBi, Spectrum and Commodore 64, 
games programmers have been true enthusiasts. Cooped-up 
inside their bedrooms for months on end, coders such as Andy 
Braybrook, Archer Maclean, David Braben and Geoff Crammond 
have toiled away on labour-of-love projects developed as much 
to satisfy their creative needs as for commercial success. Back in 
those days you could publish a game on a shoe-string and the 
rewards would often be immense. And with every project devel¬ 
oped by individuals came innovation and playability. 

Now, though, things are different. True individual talents are 
few and far between, with programmers being replaced by face¬ 
less teams. Back in the ‘good old days’ you could always name 
the coders behind a game, but now... Well, I’ve less than no idea 
of who wrote Doom, Ecstatica or Alone In The Dark 3. Okay, so 
these are great games, but as the Big Money snaps up the small¬ 
er fish, I can’t help feeling that top titles such as these will be 
replaced by multimedia ‘interactive movies’ with as much playa¬ 
bility as a wooden ring and a broken stick. 

The trouble with these big organisations is that they have to 
justify a project by the profit they can recoup. This means games 
will become increasingly time sensitive — if something is not 
quite right and a deadline is looming then financing an addition¬ 
al month’s development can be quite costly and eat into the cash 
pumped back into Mr Fat Cat’s bulging wallet. 

Perhaps I’m being a little too harsh as we’ve yet to see much 
emerge from the vaults of these ‘super publishers’. But as the 
industry becomes increasingly run by ‘Suits’ who wouldn’t know 
a decent game if it danced naked on their fat bellies, it seems 
likely that the definition of game will have to be changed to: sev¬ 
eral hours of video footage and sod-all else. 

The computer games industry has survived so far without the 
interests of huge corporations. Okay, so I could be guilty of 
extreme cynicism, but I can’t believe that the arrival of these Big 
Boys can be anything other than worrying. 

• What do you think of Imp’s rantings7 Write in and tell us at: PC GAMES, Priory 
Court, 30-32 Farringdon Lane, London ECiR 3AU. Incidentally, Imp’s opinions are his 
own, and in no way reflect those of PC GAMES or its publishers. 


Canadian Hot Wings 


F ighter Wing from Merit Studios is a fast- 
paced flight sim that chucks tedious accu¬ 
racy out of its cockpit in favour of pure arcade 
action. It could even be the first game to be 
developed partially in Cyberspace, as some 
members of the team behind the game haven’t 
even met each other in the real world! 

Fighter Wing utilises a complex 3D engine 
that manages to create a realistic game world 
without proving too processor intensive. Key 
points in the game are displayed with short 
FMV clips, giving the whole thing a film-like 
atmosphere. Pre-rendered sequences which 
will depict the weapons and planes available 
are also promised. But perhaps the best news 
for gaming animals like ourselves is the net¬ 
work option which will give up to 16 players the 
chance to blow each others’ brains out. 

Many of the programmers, artists and 
testers have flown planes for various armed 


forces, and their goal is universal: to create a 
game that is realistic yet highly entertaining. 
And first impressions and feedback from the 
CES suggest that this could well be the ‘sleep¬ 
er’ hit of 1995, especially if the network option 
is up to scratch. 

Barring any major disasters, we should be 
giving the game a proper test fly next month. 




Time-Wamer Plays Qmqueis 



T here’s nothing we like more than sticking loads of ‘e’s’ on the end of every word, and Time- 
Warner Interactive’s forthcoming medieval romp Conqueror should satisfy our perverse crav¬ 
ing several times over. Yes, it’s back to the good olde days(e) of 1086 when men were men and 
girls drank beer and had fights. You take the role of a young knight who aspires to be King of 
England — something that can be achieved not by being born into the right family but by fighting 
the hardest men in the land. 


A heady mix of action, adventure, 
strategy and role-playing is promised, 
with the game sprawling over almost 
every genre imaginable. Like the oldy 
Defender Of The Crown, Conqueror 
encompasses all aspects of medieval 
life, with plenty of jousts, quests and 
tournaments forming the average 
working day. First-person perspective 
action sequences will form the bulk of 
the game, with the strategic elements 
heading up the rear. 

Look out for more news before 
Conqueror’s summer release. 
































The Sequel lo Ihc Award VVinninR TEAM YANKEE 


De HivlUand HohuiUb 




t. “Another great set of 
blood-tihirsty missions for one 
of the most playable 3D battle 
sims ever.” PC Zone 


Available from leading 
retail outlets. In case of 
difficulty phone 01276 684959 


Available on CD ROM 
AMIGA & IBM PC formats 


For a catalogue send S.A.E. to: Digital Integration Limited, Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey, GU15 3AJ 


















































Magic Carpet Flops! 



T he phenomenon that is Magic Carpet shows no sign of abating, as the floppy ver¬ 
sion smashes its way into stores this month. Thankfully, Bullfrog has managed 
to cram the entire game onto a mere four discs, and the only thing missing will be a 
few scenes from the intro sequence. 

CD-ROM owners, meanwhile, will be pleased to know that there’s also some 

more Carpet for them this 
month. Hidden Worlds, 
which contains a further 
25 action-packed levels, 
will appear first on CD, 
though Bullfrog stresses 
that there’s a strong pos¬ 
sibility that a floppy ver¬ 
sion may appear some 
time later in the year. 

Pricing details for both 
titles have yet to be 
announced. 




Fantastic 

Balls! 

St Century simply can’t get 
mmA enough pinball action. Its 
Pinball Fantasies has just been 
‘deluxed’, meaning that the game 
will be re-released with an addi¬ 
tional four tables, bringing the total 
to a whopping eight. 

Although pricing details have 
yet to be announced, even if Pinball 
Fantasies Deluxe costs a billion 
pounds, it will still represent 
tremendous value for money. For 
the record, the new tables — each 
with a unique soundtrack — are 
called jackpot. Jail Break, Tarantula 
and Kick Off. 

21st Century Entertainment’s 
managing director Andrew Hewson 
is cock-a-hoop about his new 
release. “This is a superb added- 
value gaming opportunity for PC 
owners, and the quality and fea¬ 
tures in the four new tables reflect 
our commitment to excellence in 
Pinball Simulators,” he says. 


Yank Invasion 


GameTek Sale — 

Everything Must Go! 

T he budget market looks set to snowball this year as yet another company 
launches its own cut-price label. Gametek is launching Advantage Point this 
month — but don’t let the rather naff name put you off, as there are some stonking 
games waiting to be snapped up. 

Frontier: Elite II and The Humans head-up the first batch, both of which will cost 
around £12.99 ~ rigiit bargains and no mistaking. Also leading the brand’s initial 
push will be the first of Gametek’s Cinema titles which Adrian Cale, the firm’s PR 
bod, tells us are ace. “We’re looking to drive our catalogue sales and offer con¬ 
sumers a new price point for more cultish titles,” adds Ade. Some 26 titles are to be 
launched on the label — many on PC — and prices will begin at £4.99. 


A merican publisher Viacom New 
Media’s first ‘quarter’ (as the mar¬ 
keting bods like to call it) is quite liter¬ 
ally chock-a-block with PC goodies, and 
sees the software debut of hip music 
meisters MTV. 

The cheerily-titled Club Dead is, 
according to Viacom, everything you 
would expect from the world’s coolest 
TV network (obviously the tele-visual 
feast that is Top Of The Pops isn’t 
counted here). It’s a sci-fi mystery 
adventure set in the year 2024, and fea¬ 
tures over 90 minutes of live-action 
video. This — of course — doesn’t 
mean that there’ll be no gameplay. 

Next up from the ‘Com is jump 
Raven, a more traditional arcade game. 


We’ve seen nothing concrete on it yet, 
but its credentials are more than 
promising. The Mac version won best 
game at some foreign show or other, 
and MacUser awarded it the coveted ‘4- 
Mice’ rating (what are they on?). Blimey 
or what? 

Finally, Are You Afraid of the Dark? is 
a photo-realistic adventure from the 
halls of Nickelodeon. Aimed at kids 
aged eight and upwards this title steers 
clear of the shocks and thrills of more 
mature titles like Alone In The Dark, 
with the emphasis more on family fun. 

All three titles are due for a Spring 
release, which means that we should — 
with any luck — have some review 
copies in time for next month’s issue. 



SAVE AS 

IVtUCH 

AS YOU CAN 

SHOP AT 

GAMEPLAY 


Hollywood Is Doomed! 


N 


ews reaches us that the 
endless rumours of a Doom 
movie have finally evolved into 
fact. Yes, it seems likely that 
Hollywood is set to go iD crazy 
this year as a celluloid version of 
our fave first-person 3D gore- 
fest has been ‘optioned’ by film¬ 
maker Ivan Reitman. 

Translated into layman’s 
terms, this means that Ivan’s 
film company has paid iD for first 
refusal. A script is currently 
being penned, and provided this 
is up to scratch, the film should 


go into production within the 
next couple of months. 

Reitman seems a strange 
choice for such a potentially 
blood-thirsty film. He’s previous¬ 
ly helmed such gore-fests as 
Ghostbusters and Twins, both 
noted for their limited appeal 
and high body counts. 

Mind you, at least Steven 
Spielberg hasn’t got his hands 
on it — otherwise the introduc¬ 
tion of cute alien monsters with 
big eyes would probably be 
inevitable. 









































cdTr^m 
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A DIVISION Of CENTREGOLD PLC 
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Tlic iXTlect golf siiiuilalion deserves 
llie perfect IK: platfonn. Now tlie 
most award winning golf game in 
software histoiA’ has been enhanced 


The Belfry 
Harbour Town 

The new Links 3H6 C',1) features 
Htirbour Town ('lolf [.inks as well as 
■['he Rvcler Cup \enue. 'I'he Belfr\'. 

Links 3Bh Cl) includes an entirely 
new digital sound system and 


New 

Version! 

Ptays from CD! 

2 Championship Course: 
including The Belfry. 
Aerial Fly-bys, 
improved sound! 


^ACCFSS 


simulated aerial (ly-hys ol each hole, 
allowing \'ou to assess the challenge 
from the air. .Ml iithei' [.inks 
C.hami‘)ionshii') Cour.ses arc irlax.ible 
with Links 3d(i Cil). creating a 
comiilete golfing exix'iience. 


The Perfect Clolf Simulation. Tin. 
Perfect Drive... 




V HRFHCTION 
PHRl'HCrun 
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O Sales of CD-ROM drives are 
likely to top 30 million units a 
year by the end of the century, 
says research firm BIS Strategic 
Decisions. That’s good news for 
us PC owners, but we’d like to 
know how BIS reached its con¬ 
clusion. Did it ring potential 
buyers up and ask them in what 
year they are likely to buy their 
new drive? 

O Rise Of The Robots failed 
spectacularly to turn itself into a 
decent game, but that hasn’t 
stopped Jim Murdoch, a long¬ 
standing Mirage associate, from 
trying to turn it into a book. 
Priced £4.99, Rise Of The 
Robots should be in all ’good’ 
book stores now and is, it’s 
alleged, more playable than the 
game itself. 

O Yet more good news for PC 
owners — over 200,000 
machines were sold during the 


month of December, providing 
an indication that 1995 will be a 
great year for PC gamers. Why? 
Because software companies are 
likely produce more games to 
satisfy the demand, meaning 
that you, the punter, will have a 
greater choice. Remember to 
stick with us to find out what’s 
worth snapping up. 

O Virgin’s 11th Hour has 
slipped once again. But it will 
definitely be coming out in May 
(yeah, which year?). We reckon 
it should be re-titled “Five to 
Twelve”. But that’s because 
we’re clever. 

O Enhancement alert! Nick 
Faldo’s Championship Golf is 
coming out on CD-ROM in the 
next month or so. 

O Women’s magazine Bella 
has taken time out from harping 
on about knitting and make-up 


(or whatever it is that girls talk 
about nowadays) to offer its 
readers a top bit of practical 
advice. Old hot water bottles, it 
reckons, can be cut into oblong 
shapes and used as mouse 
mats. Hmm... 

O Just when you thought it was 
safe to buy a Pentium, Intel 
reveals that it is about to unveil 
its next-generation processor, 
imaginatively code-named the 
P6. Although its precise techni¬ 
cal specifications are currently 
unconfirmed, the new P6 is 
apparently based on a RISC 
(Reduced Instruction Set 
Computing) chip, similar to the 
one used in Acorn’s Archimedes 
computer. Quite what the P6 will 
mean for the average computer 
user is uncertain, but as 486 and 
Pentium prices start to nose¬ 
dive, PC GAMES will have more 
news about this in the very next 
issue. Stay tuned... 
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Lead Us To 
Temptation 

V irgin will be trumping all compila¬ 
tions this month with the release of 
Temptation, a fantastic collection of four 
top CD-ROM games. 

Costing a measly £44.99, this pack 
features 7th Guest, Lands Of Lore, Hand 
Of Fate and IndyCar & Track pack — all 
of which scored highly when released. 

Hitting those software shelves on 
March 8th, Temptation will, we reckon, 
serve as an excellent software start-up 
pack to any PC newcomers. Look out for 
a full review next issue. 


Time-Warner 
Gretz Serious 

W ayne Gretzy isn’t only a bloke with 
a daft surname. Nope, he is, 
apparently, an all-time NHL scoring 
leader and four times Stanley Cup 
Winner — which is big news for ice 
hockey fans. He’s also about to debut 
in a computer game, thanks to Time- 
Warner Interactive. 

Wayne Gretzky’s NHLPA All-Stars 
will feature over 26 North American 
teams, six International All-Star teams, 
and statistics of over 600 professional 
hockey players. You’ll be able to play a 
full 84-game season, buying and selling 
players and changing the squads to suit 
your tactical needs. 

The CD-ROM version will have a digi¬ 
tised Wayne talking you through the 
various options. But rather than doing 
things normally, Wayne was filmed 
wearing a special Cyber suit inlaid with 
light sensors which recorded his 
actions, forming a basic outline that was 
then turned into an animated ‘skeleton’ 
on the computer. You’ll be able to play 
hockey properly or in an Arcade mode, 
where ‘street’ rules make the action 
much more physical. 

Wayne Gretzky’s NHLPA All-Stars 
should set PC owners waving their jolly 
hockey sticks in approval when it’s 
released towards the end of the year. 


Top 10 PC Games 

1. Defender Of The 
Empire 

VIE 

2. Premier Manager 3 

Gremlin Interactive 

3. The Lion King 

VIE 

4. Aladdin 

VIE 

5. Master Of Magic 

MicroProse 

6. Doom 2 

VIE 

7. Sim City 2000 

Maxis 

8. Warcraft 

Interplay 

9. X-Wing Triple Pack 

us Gold 

10. Cannon Fodder 2 

VIE 

Top 5 CD-ROM Games 

1. Wing Commander 3 

Electronic Arts 

2. Magic Carpet 

Electronic Arts 

3. Ecstatica 

Psygnosis 

4. X-Wing Collector’s CD 

VIE 

5. US Navy Fighters 

Electronic Arts 

Top 5 PC Budget Games 

1. Dune 2 

The Hit Squad 

2. Fi Grand Prix 

PowerPlus 

3. Stunt Car Racer 

Kixx 

4. OutRun 

Kixx 

5. Monkey Island 2 


Kixx XL 
































ARMORED FIST™ 

A realistic tank sim where American and Russian 
next-generation tanks do some state-of-the-art 
damage. Lead your platoon over no man's land and 
brace yourself as the advance weapons system locks 
onto your prey and delivers an earpounding blast. 

NOVA 

PC CD-ROM 


COMANCHE™ MAXIMUM OVERKILL™ 

A flight simulation that's as near to sitting in the 
seat of the world's most technologically advanced 
flying machine as you can go without a top priority 
pass and permission from the President. 


PC CD-ROM 


WOLFPACK™ 

An accurate portrayal of World War II submarine vs 
destroyer warfare where you are transported into 
the dangerous, icy depths of the North Atlantic. 
Hailed as a genre buster, prepare for the complete 
gameplaying experience. 


PC, PC CD-ROM, Mac CD-ROM, Mac 


^ Q TM 

LOGIC 


Armored Fist, NovaLogic and NovaLogic logo are trademarks of NovaLogic, Inc. ©1994 NovaLogic, Inc. All rights reserved. Comanche, Maximum Overkill, NovaLogic, VOXEL SPACE and the NovaLogic logo are 
trademarks of NovaLogic, Inc. ©1992 NovaLogic, Inc. All rights reserved. Wolfpack, NovaLogic and the NovaLogic logo are trademarks of NovaLogic, Inc. ©1994 NovaLogic, Inc. All rights reserved. Marketed and 
distributed by U.S. Gold Ltd. Units 2/3, Holford Way, Holford, Birmingham B6 7AX. Tel: 0121 625 3366. 



















PP SELECTIONS 

THE BEST AND LATEST IN SHAREWARE 

DISK PRICES: £2.25 EACH, 6 FOR £12 

(NUMBER OF DISKS IN BRACKETS IF MORE THAN ONE| 

A separate payment is payable to the author if you continue using shareware programs 

PLEASE ADD £1 POSTAGE TO UK ORDERS, £4 OVERSEAS 


APOGEE GAMES 


RISE OF THE TRIADS 

New from Apogee. You're gonna get bloodyl 
Look and shoot up and down. Heat seeking 
missiles, firebombs and 7 other mass weapons. 
Avoid lavawalls, spinblades, fire chutes and 
more. Optional modem, serial and network play. 
This is the ultimate in sadismi 
Shareware £6,75. 

FULL BOXED REGISTERED VERSION £30.00 
ENHANCED CD ROM VERSION £36,00 


WACKY WHEELS 3D (2) - Apogee 3D car racing game 
with optional modem ply, split screen 2 player game, 
network play. So many options and features. Registered 
version only£25 with 30 race tracks and 12 duckshoots. 
CD version with 22 top Apogee shareware games £28. 

RAPTOR CD - Includes the ful version of Raptor 
playable from CD and the shareware versions of 20 
other Apogee games. All this for only £28. 

ALIEN CARNAGE (2) - Good new platform game follow 
up to Halloween harry. Full version £17. 

BOPPIN - New arcade puzzle game from Apogee. 
PLANET STRIKE - BLAKE STONE 2 - Commercial 
only sequel. Written with the Wolfenstein engine. 

Good value at only £20. No shareware version. 

New APOGEE Win Genius Windows Games Pack 
MYSTiC TOWERS - New Apogee 3D adventure 
HOCUS POCUS (2) - Apogee Duke Nukem type game 
RAPTOR (2) - New Apogee best ever shoot em up. 
BLAKE STONE (2) - Good Wolfenstein sequel. 

DUKE NUKEM 2 (2) - Much improved follow up. 

SPEAR OF DESTINY - Follow up to Wolfenstein 
WOLFENSTEIN 3D - Virtual really shoot the Nazis. 
COSMO’S COSMIC ADVENTURES - Best platformer. 
KEEN DREAMS - The last Keen game. 

COMMANDER KEEN 4&6 - 2 top Apogee games 
DARK AGES - Get this if you haven’t already! 

TOP GAMES 


DESCENT (2) - Interplay Productions. One of the 
best games ever released. Gut wrenching full 3D 
action. Texture mapped 3D enemies, network, serial, 
modem play and more. Fast 486/Pentium 
recommended. Registered version £32. 


XATAX - Excellent new shoot em up like Scramble. 
DARKWOLF - D’india S/ware. Good platform game. 
CANNON FODDER - Virgin’s top commercial war game 
like lemmings now on shareware. 

STALKER - High quality action. Search a radioactive 
wasteland for the Golden Sphere, By MM Software 
GAMMA WING (2) - 486 ONLY Space flight sim. 
HIGHWAY HUNTER - Fast, furious arcade blaster from 
Sarafi Software/Epic Megagames. 

OPERATION BODY COUNT (2) - New Wolfenstein 
type game. 

ENTOMBED (2) - Fantastic new Windows 3D adventure 
game SVGA retraced graphics better than Myst and 
7th Guest. 

ALIEN INVASION (2) - Good new 3D game made with 
the Wolfenstein engine. 

FI 8 NO FLY ZONE - Good fast new air combat game 
for Windows, 

QUATRA COMMAND - Fantastic Windows space shoot 
em up. 

JAZZ JACK RABBIT (2) - New from Epic. Huge ratings 
in aii main mags. Like Sega’s Sonic. 

ONE MUST FALL (2) - Superb robot fighting game 
exceiient gamepiay - Epic Megagames 


PD SELECTIONS CDROM 

You can now get every single shareware title in this advert and 
a whole lot more (not including Epic Megagames) on a Gold 
CDRom produced at the time of you ordering. 

This CD is always bang up to date. Only £35.00 
Note that we have ceased selling any Doom products by 
id Software or any other related items due to legal action. 


NITEMARE 3D (2) - Exceiient Wolfenstein style 3D 

adventure by David Grey (Hugo series) 

1994 POOL - Great new American Pool game. 

DESERT STORM COMMAND - Gulf War shooting 
game. 

NVET 3 - A large variety of Tetris games. 

GALACTIX - Excellent shoot em up from the makers of 
Raptor - Cygnus Software. 

GATEWORLD - If you like Duke Nukem you’ll love this. 
MONOPOLY - Like the board game, up to 20 players. 
CORNCOB - Flight simulator. 

CD MAN - Brilliant Pacman game 
CATACOMB ABYSS - Wolfenstein type game. 

WORLD CUP CRICKET - Even you can beat England. 
ZENTRIS - Like the original Tetris. 

CLASSIC PINBALL - Difficult but great fun Pinballs. 
MVP BRIDGE - Best bridge game. 

CYBERCHESS - Super new Chess with robots 
SUPER ANDROID - Brand new version of Epic Pinball. 
DR RIPTIDE - Superb underwater submarine adventure. 
ONE MUST FALL (2) - Superb robot fighting game like 
Rise of the Robots better gamepiay - Epic Megagame. 
SPECTRUM EMULATOR (2) - Play those old games. 
SIM SPACE (2) - Spaceship flight and combat sim, 
MUTANT SPACE BATS OF DOOM - Superb shoot em up. 
COMBAT ZONE - Good new strategy war game. 2mb. 

6 CARD GAMES - Bridge, Poker, Patience, Rummy. 
ZONE 66 - 91% review in PC Format. Epic games. 
XMAS LEMMINGS - Dressed as Santa Claus! 
MAHJONG - The original and the best! 

MUSIC 

SCREAMTRACKER 3 - MOD music composer 
MUSIC EASE - Musical score editor etc. Can print out & 
import/export MIDI files, input from keyboard or MIDI. 
VERSUS by EMF - Best ever Gravis demo. 

UNTITLED - Best ever 3D Demo - by dust. 

GOOD BAD AND THE UGLY - Top Gravis demo 
CASCADA HOLISTIC - 2nd at Assembly 2/94 
ASSEMBLY 94 - Demo by Future Crew/Sonic PC 
CARDIAC BY INFINY (2) - Superb demo - third at 
Assembly 94. Not for doublespace users 4mb 
2ND PHOBIA - Brill Gravis Demo - 5th at Assembly 
TECHNOLOGY DEMO by EXTREME - Good 14 part 
demo with many variations. Rave Music. 

INFERNO - New Gravis demo 

PANIC - Brill Future Crew demo with gfx. 

UNREAL - 386* top Future Crew demo 
2ND REALITY (2) - Ultimate Future Crew demo. 4mb 
CRYSTAL DREAMS (2) - Triton demo - excellent. 
MUZIKA FOR WINDOWS - MIDI musical encore editor 
DRUMBLASTER - Electronic Drum machine 
GF MUSIC - 255 track professional MIDI sequencer 
SEQUENCER PLUS - Elaborate midi controller 
TREKVOCS - Star Trek VOC files. 

MUSIC STYLES MIDI FILES - Blues, Rock etc, 

MOD FILES (3 HD) - Loads of MOD files. 

MIDI FILES (5) - Rock and Pop MIDI files 
SOUND EFFECTS VOC FILES 
XTRACKER - Professional MOD sound studio. 
WINDOWS WAV FILES - Mainly sound efx 
BLASTER MASTER 6.0 - Edit sound files. 

EDUCATION 

GCSE MATHEMATICS - Calfacts. 

GCSE PHYSICS - Multiple choice. 

GCSE SCIENCE - National curriculum. 

GCSE COMPUTER STUDIES 
WORD RESCUE - Apogee spelling game. 

MATHS RESCUE - Apogee maths game. 

SEA SCHOOL - Superb kids maths game. 

SPELLING BEES - That help teach spelling 
ABC FUN KEYS - fun learning the alphabet. 


HENRIETTA'S BOOK OF SPELLS. - For Juniors 
HOORAY FOR HENRIETTA - Junior maths. 
TALKING TEACHER FOR SOUNDBOARDS. 

PRE SCHOOL PACK - Infants computing. 

FUN WITH LETTERS & WORDS. 

ANIMATED ALPHABET for infants. 

ANIMATED MATHS for infants. 

ANIMATED WORDS for infants. 

ANIMATED MULTIPLICATION & DIVISION 
ANIMATED MEMORY GAMES. 

SENIOR PHYSICS FACTS Age 15+ 

FRENCH TUTOR - Learn French. 

GERMAN TUTOR - Learn German. 

SPANISH TUTOR - Learn Spanish. 

EDUCATIONAL ATLAS 1994 - Superb. 

PC FASTYPE VGA - typing tutor 
PC TUTOR - All about computers, 

GENERAL 

FILE COMPRESSORS - ARJ, PKzip etc. 

SCREEN THIEF - Best DOS screen captures. 

EASY BASE - Easiest database - good. 

EASY WORD - Best WP system, 

MAGIC DESK - Best icon menuing system. 

KITH N KIN FOR WINDOWS - Geneology. 
BROTHERS KEEPER 5.1 (2) - Best geneology. 
FAMILY TREE JOURNAL - Make history books. 
TREES - Make your family tree. 

FOOTBALL FORECAST - Aids pools winning, 
BOOKIE BREAKER - Horse racing prediction. 
ORGANISE YOUR PLANTS/GARDEN. 

GROWIT MKII - Superb garden planner, 
LANDSCAPE PLANT MANAGER 
GARDENERS ASSISTANT 
HOME PLAN - Create house & fun layout. 
ORGANISE YOUR RECORDS , TAPES, CD's. 
ORGANISE YOUR BOOKS & MAGS. 

EDNAS COOKBOOK 

FREDS RECIPES FOR EDNAS COOKBOOK (2) 
ASTRO (2) - Best astrology program. 

GRAPHICS/RAYTRACING 

PERSISTENCE OF VISION v2.2 (2) - New, 
version of the best raytracing program. 

POVCAD - Wire frame CAD add on. 

MORAY - Gild style editor for POVRAY. 

PV3D MODELLER - POVRAYA/IVID2 GUI 
GUM 3D INTERACTIVE MODELLER - also for 
POVRAY 

RAYCE v2.8 - POV compatible raytracer. 

DAVES TARGA ANIMATOR. 

VIVID II RAYTRACER & VIVIDIRA (2) - Good. 
POLYRAY - Easier raytracer. 

FLI ANIMATIONS (5) - With FLI player. 

D-MORPH 1.1.2 - Best IGA/GIF morphing. 
ENVISION PUBLISHER v2 - Best DTP. 

NEOPAINT v2.2 - Best graphics program. 
NEOPAINT FONTS (2) 40 extra fonts. 

GRAPHICS WORKSHOP for DOS. 

DANCAD 3D (3) - Superb 3D CAD. 

PROTOCAD - Very powerful, easy CAD. 

CHARTS UNLIMITED - Produces all charts. 

PRINT PARTNER - Make banners, signs etc. 

MONO PCX CLIPART 

COOPER CARTOONS (2) - 329 pics. 

COOPER SET (2) - 1800 various small pics. 
PANTHERSOFT SMART ART 5 - New and good. 
PANTHERSOFT COLOUR SMART ART (2) 
HOLIDAY SNAPS PCX (2) 

FISH HOUSES MEN 

MAPS MILITARY SCOUTS 

BIRDS HOLIDAYS CHILDREN 


FULL VERSIONS 

RISE OF THE TRIAD £30 

R.O.T.T. ENHANCED CD ROM £38 

PLANET STRIKE - BLAKESTONE 2 
(No shareware version) £23 

WACKY WHEELS 30 tracks £25 

WACKY WHEELS CD £30 

ALIEN CARNAGE £17 

MYSTIC TOWERS £20 

JAZZ JACK RABBIT (6 LEVELS) £26 

JAZZ ENHANCED CD ROM £32 

ONE MUST FALL £26 

OMF STRATEGY GUIDE £8 

RAPTOR £23 RAPTOR CD £28 

HOCUS POCUS £20 

BLAKE STONE - 66 LEVELS £26 

WORD RESCUE £19 

MATHS RESCUE £19 

ALL APOGEE GAMES IN STOCK 


MEDICAL 

BORDERS 

CATS 

FLOWERS 


AIRCRAFT 

BUSINESS 

DOGS 

SPORTS 


ANIMALS 

CARS 

MUSIC 

TEDDY BEARS 


COLOURED CLIP ART 

All available as PCX or GIF files 

PAGE 3 TYPE GIRLS (5 DISKS £10) - Over 18's 

SCI-FI - quality colour pics. 

AVIATION CARS & SPACE - superb set. 

CARTOONS - all in full colour. 

STAR TREK & STAR WARS - Good pics. 

WINDOWS 

ENVISION PUBLISHER FOR WINDOWS 

Very high quality desktop publisher. Open up to 100 
files at once, import loads of different graphics file formats, 
much more. Shareware £4.50, Registered £40. Pro 
Version £66. CD version - runs from CD with loads of 
extra clipart & fonts - £70 

WINDOWS GAMES PACK (2) - 30 games Includes 
Pool, Pacman, Backgammon, Jewels, Castle of the 
winds. Tetris, Win Trek, Risk, & loads of card, board & 
puzzle games etc. 

SCREEN THIEF FOR WINDOWS - The superb screen 
capture system now available for Windows 
SCREEN SAVERS (2) - loads of them. 

YEAR AT A GLANCE - Calendar on screen. 
WINFRACT - Fractal generator. 

CD PLAYER - with database and loads of features. 
HOME ACCOUNTANT - Accounts & reports. 

TIME & CHAOS v4.02 - Personal into manager. 
INSTALLATION CONTROL - Useful utils, 

PLUG IN v2.2 - Award winning set of useful utils. 

DRAG AND VIEW GOLD - View any file. 

FM STEP UP - Adds extra utils to File Manager. 
WINMORPH - New morphing program. 

WINSPELL - Spellchecker for Write. 

WINPROOF - Grammar checker. 

TOP DRAW - Excellent drawing program. 

VIAPRINT - Print labels, business cards, more. 

PC PROJECT - project management. 

JAMWARE ICONS - nearly 2000 of them. 
TOMMYSOFT CAD (2) - Top rated CAD prog. 
GRAPHICS WORKSHOP - Latest version, 

PAINT SHOP9 PRO - File converter/viewer. 

MAHJONG FOR WINDOWS - Top version. 

BRIDGE FOR WINDOWS - The card game. 


500 TRUETYPE FONTS FOR WINDOWS 
ONLY £16(9 HD DISKS) 


c 

D 

ROM 

S 

PLEASE ADD £2 UK POSTAGE TO TOTAL ORDER, 
OVERSEAS ADD £4. 


GAMES CD-ROM 


Wing Commander 3 



Ex VAT 

IncI 

7th Guest 

15.32 

18.00 

Bloodnet 

25.53 

30.00 

Colonization 

27.23 

32.00 

Dragons Lair 

29.78 

35.00 

FI Grand Prix 

13.62 

16.00 

Hell 

28.94 

34.00 

Inferno 

28.94 

34.00 

Kings Quest VII “NEW” 

28.94 

34.00 

Kings Quest 1-6 special 

29.79 

35.00 

Legend of Kyrandia 3 

28.94 

34.00 

New World of Lemmings 

25.53 

30.00 

Mad Dog Macree 2 

24.68 

29.00 

Magic Carpet 

28.94 

34.00 

Railroad Tycoon 

14.47 

17.00 

RAPTQR plus 20 bonus games 

23.83 

28.00 

Rebel Assault 

27,23 

32.00 

Rise of the Robots 

28.94 

34.00 

RISE QF THE TRIAD 

32.34 

38.00 

Wacky Wheels 

23.83 

28.00 


EDUCATION CD-ROM 


Animals of San Diego Zoo 

17.02 

20.00 

Arthurs Teacher Trouble 

Comptons 1995 Interactive 

17.02 

20.00 

Encylcopedia 

19.57 

23.00 

Groliers Encyclopaedia V6 

26.38 

31.00 

Harry & The Haunted House 

33.19 

39.00 

Just Grandma and Me 

17.02 

20.00 

Little Big Adventure 

33.19 

39.00 

Mario Teaches Sums 

17.87 

21.00 

Mario’s Time Machine 

17.87 

21.00 

M Beacon Teaches Typing 

17.02 

20.00 

DORLING KINDERSLEY - SPECIAL OFFER 

Encyclopedia of Science 

40.85 

48.00 

My First Incredible Diction. 

32.34 

38.00 

The Ultimate Human Body 

40.85 

48.00 

The Way Things Work 

40.85 

48.00 


Microsoft Ancient Lands 

33.19 

39.00 

Microsoft Art Gallery 

39.15 

46.00 

Microsoft Cinemamania 94 

35.74 

42.00 

MS Dangerous Creatures 

33.19 

39.00 

Microsoft Encarta 95 

63.83 

75.00 

Microsoft Magical School Bus- 



Solar System 

31.49 

37.00 

Human Body 

31.49 

37.00 

Microsoft Ultimate Robot 

34.89 

41.00 

World Atlas 5 

23.83 

28.00 

SHAREWARE CD-ROM 

Adventures In Heaven 2 - 100’s of top DOS and 


Windows games 

11.91 

14.00 

CICA Windows Sep 94 

11.91 

14.00 

Cookbook Heaven 

11.91 

14.00 

Danger Hot Stuff 1 & II Double Pack 

11.91 

14.00 

Educational Platinum 

11.91 

14.00 

Gold Medal Vol4 Oct 94 

16.98 

19.95 

Gold Medal Vol5 Jan 95 

16.98 

19.95 

Ham Radio 

10.64 

12.50 

Hot Sound & Vision 

14.89 

17.50 

Hot Sound & Vision 2 

18.72 

22.00 

Libils Britannia 4 + Book - new 

28.09 

33.00 

Minerva 4 

8.51 

10.00 

Minerva 5-710 Megabytes 

11.91 

14.00 

Minerva 6-710 Megabytes 

18.72 

22.00 

Night Owl 13 

22.13 

26.00 

Night Owl 14 

18.72 

22.00 

Shareware Extravaganza - 4 CD set best 


of all shareware types 

22.13 

26.00 

Shareware Heaven 3 

15.32 

18.00 

Shareware Overload Trio 

15.32 

18.00 


Simlet September 94-2 CDs 

12.77 

15.00 

Windows Heaven 

11.06 

13.00 

GENERAL CD-ROM 


Fiesta Magazine (over 18s) 

38.30 

45.00 

Five Foot Ten Pack) 

28.94 

34.00 

Five Foot Ten Pack 2 

28.94 

34.00 

Lovers Guide (over 18s) 

29.78 

35.00 

Redshift 

45.96 

54.00 

MUSIC CD-ROM 


Beatles Hard Days Night 

17.87 

21.00 

Hot Sound & Vision 

14.89 

17.50 

Hot Sound & Vision 2 

18.72 

22.00 

Sound Sensations 

11.91 

14.00 

Woodstock 

22.13 

26.00 

ART & DTP CD-ROM 


Clipart Extravaganza (20000 PCX pics 


on 2 CD’s with book showing all) 

25.53 

30.00 

Clipart Warehouse 

10.21 

12.00 

Clipart Heaven 

11.91 

14.00 

Clipart Heaven 2 - 12000 PCX pictures 


with a book showing all pictures 20.43 

24.00 

Font Heaven 

11.91 

14.00 

Gifs Galore 

13.62 

17.00 

Kodak Photo CD Access 

13.62 

17.00 

Mother of all Clip Art 

11.91 

14.00 

Professional Clip Art PCX -1000 PCX pictures ; 

superb 

menu interface 

11.91 

14.00 

Professional Clip Art GIF - the best 

13.62 

17.00 

Professional Fonts and Clip Art - 

13.62 

17.00 

Too Many Typefonts 

10.21 

12.00 


DISK CATALOGUE FREE WITH ORDERS, OR SEND £2 IN STAMPS. CHEQUES PAYABLE TO 
PD SELECTIONS LTD, THE WHITE HOUSE, CLIFTON MARINE PARADE, 
GRAVESEND, KENT DA11 ODY 

CREDIT CARD ORDERS: 0474 3R580R OR 0474 331191 
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The complete set of Micro Prose's Gold range, including Falcon Gold, Fleet Defender Gold and 
Pacific Air War Gold, all of which have been specially enhanced for CD-ROM! 

Copies of X-COM: Terror From The Deep on floppy for five runners-up! 

Consolation prizes of MicroProse T-shirts and mugs for ten runner-runners-up! 

Thanks to the boundless generosity of MicroProse, we’ve got a whole market stall’s worth of goodies to give away in this month’s compo! Yes, the ‘Prosies are so 
excited about X-COM receiving a PC GAMES STAR that they’ve stumped up the cash for an unprecedented jamboree of fabulous prizes! 

So what’s on offer? Well, for starters the lucky winner will receive a fabulous quad-speed CD-ROM drive, along with copies of Falcon Gold, Fleet Defender Gold and 
Pacific Air War Gold to play on it. After all, what better way to show off the power of your new drive could there be than these hyper-enhanced multimedia marvels? 

Then, five lucky-but-not-quite-as-lucky-as-the-winner runners-up will each receive a copy of X-COM: Terror From The Deep, the mega-game featured on the cover of 
this very issue and reviewed on page 40. Finally, there are special goody bags containing a MicroProse T-shirt and mug for ten even-less-lucky-than-the-runners-up- 
but-at-least-it’s-better-than-nothing runner-runners-up. Not bad, eh? _ 


How To Enter 

Just take a look at this bunch of four ugly mugs. 
Contrary to popular belief, it’s not the PC GAMES 
team — it’s a selection of hideous underwater aliens 
from MicroProse’s top new sci-fi strategy game, X- 
COM: Terror From The Deep. 

But there’s a problem. Somebody has jumbled up 
the names — and we want you to sort out the whole 
sorry mess. In other words, you’ve got to match the 
names to the aliens as best you can. Once you’ve 
done that, write the answers down on the back of a 
postcard or sealed envelope. So, if you think Alien 
No. 1 is an (a) Aquatoid — although it isn’t — then 
you’d write 1 (a) on your entry. Get the idea? 

Finally, add your name and address to your entry 
and then send it to: Watch The Skies Compo, PC 
GAMES, 30-32 Farringdon Lane, London ECiR 3AU. 
All entries must reach us by the closing date on April 
6th, 1995, when the winners will be selected by a 
multi-tentacled horror wielding an atomic ray-gun. 


(a) Aquatoid (b) Gill Man (c) Deep One (d) Lobster Man 

This competition is not open to employees of EMAP Images, their relatives or their friends. Only one entry per household. The competition closes on the 6 th 
of April 1995 , and the winners will be notified shortly afterwards. No alternative prizes will be offered. The Editor’s decision is final, and no correspondence 
will be entered into. While every care is taken, we cannot be held responsible for entries lost or damaged in the post. Soz. 









> 1 ^ SEEN ON TV! 
DON'T PLAY WITHOUT.., 

Use the power of your PC and Sophisticated 
Mathematics to identify patterns in actuai results 




".Brilliant! My Winnings exceeded 

y stake -1 made Money while in with 
a chance for the Jackpot! 

Includes RLTwitchen.Beds. 

Multiple plans, Treble Chance, 
’Bankers’ and Australian Pools. 
Don’t leave it to chance! qq 

Incl. 25 yrs results Pre-Loaded! 


To improve your memory 

Remember speeches, jokes, names & faces, 
foreign words, playing cards, telephone & PIN’s, 
and much more 99 

(DOS only) 


Order today - don’t forget 


For Adults and Children 

Wide Level ranges from Pre-school to Adults! 
Improves spelling, vocabulary & mental dexterity: 

9 2 word games 

9 Ingenious 3 level maths puzzle Jt 4 A OQ 
9 Memory game * ■ * * 


Programs require MS-Windows 3.1, 2MB RAM, 

Dept. GA 24 Guildford St. Luton LU1 2NR 
Gemini Telephone: 0582 488121 (24hrs) [■■ 
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.SERVICE 

SHOP AT GAMEPLAY 

❖SEE PAGE 67^ 
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Got as far as you think you can go? Push back your boundaries with these great books from BSB! 



PC Assembler Games Programming, isbn: 1-873308-41-8,224.95 ,464 pages. 
Presented by professional programmers in the UK games software industry, this is for anyone with a basic knowledge of 
programming who wants to transform their ideas into programs for fun and profit! The book and disk contain both pro¬ 
gram code examples and useful data such as screen backgrounds, character designs, sound effects and other compo¬ 
nents which the reader can fully rework to write a playable PC game. Subjects covered include game design and organi¬ 
sation; characters, sprites and screen maps; scrolling, panning and palette animation; sound effects and Soundblaster 
cards; selling a game and industry contacts. Start designing your hit game today! 

Microsoft Office for Windows First Steps, isbn: 1-873308-29-9, £14.95,352 pages. 

Ian Sinclair’s new Insider Guide is easy to read and packed with information. It is specifically designed for the 
computer novice who wishes to get the most from the UK version of Office without having to learn computer 
technology and jargon, covering such topics as installation, customisation, the Toolbar and importing and 
exporting data. Highly affordable, yet comprehensive and up to date, this refreshingly reader-friendly book 
makes learning the world of Microsoft Office a veritable pleasure. 

PC Beginnners Pack, ISBN; I-8733O8-44-2, £39.95, two books, video and shareware collection*. 

An ideal gift, this is a combination of two best-selling guides, an instructional video, Windows reference card and 
Shareware collection. The two books offer a blend of experience and hints and tips, with no previous knowledge 
assumed, and cover using Windows; running programs; copying files; changing settings; using built-in Windows 
applications; successful printing; setting up a CD-ROM drive; sound cards and using a Modem. Every stage is 
dealt with in a step by step fashion, the video providing a perfect visual backup to the books. The Shareware col¬ 
lection provides a range of Windows programs to complement your existing setup with handy utilities, games, 
edutainment and home interest programs all detailed in a separate booklet, 'provisional specifications. 

Quicken for Windows Insider Guide, isbn: i-873308-32-g, £12.95,224 pages. 

This Insider Guide teaches you how to use the UK versions of Quicken 2.0 and 3.0 and relates its features to 
real-life financial scenarios everyone will recognise. Leading chartered accountant Graham Rawlinson provides 
chapter by chapter financial recommendations and advice to balance Stephen Copestake’s tutorial text. 



CREDIT CARD ^ 

(01923)1 
894355 r 


- How to order - 

Please complete the form below 
or alternatively call our Credit 
Card Hotline quoting your name 
and address, credit card 
number and its expiry date. 
‘Disks supplied free only when 
ordered direct from BSB. 
First class postage for books 
and single video free in the UK. 
Postage £3 per book (Europe), 
£6 per book elsewhere. 



Bruce Smith Books 


Please send to: Bruce Smith Books Ltd, FREEPOST 242, PO Box 382, St. Albans, Herts, AL2 3BR. 

I enclose a cheque/PO for £.made payable to Bruce Smith Books Ltd. 

Alternatively charge my 
Visa/Access/Mastercard Number; 


Expiry Date:.Amount: £.. 

Name. 

Address. 


Postcode.Signed:. 


PC Assembler Games Programming @ £24.95 (inclusive). □ 

Microsoft Office First Steps Insider Guide @ £14.95. □ 

PC Beginners Pack @ £39.95 (inc. VAT) plus £3 p&p. □ 

Quicken for Windows Insider Guide @ £12.95. □ 

Secrets of Frontier Elite @ £9.95. □ 

Secrets of Sim City 2000 @ £9.95. □ 

Visual Basic Beginners Guide @ £17.95. □ 

QBASIC Beginners Guide @ £17.95. □ 

QBASIC A-Z Reference Guide @ £17.95. □ 
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This month MicroProse shows us its wares — and very impressive they are too! We also take 
a sneak peek at the cream of the crop of some of the PC games available shortly. 



MicroProsG: 

Th€ Future's So Bright.24 

MicroProse and Spectrum Holobyte have an incredibly busy year ahead. 
The two company’s 1995 release schedules are cram-packed with top- 
quality titles including the long-awaited but ever-impressive Star Trek: 
The Next Generation, Civilization Networks (beat up your ‘Net chums!) 
and a neat little computerised card game called Magic: The Gathering. 
Also seeing the light of day in ‘95 will be Across The Rhine (still!), 1943: 
European Air War and loads of other goodies, including every flight sim 
buff’s dream. Falcon 4. Dean Evans flew Stateside to MicroProse US to 
take a look. 

SlipstrGam 5000.30 

Gremlin kicks in the turbo with the visually awesome Slipstream. Gasp in 
wonder-struck awe as texture-mapped scenery streaks past at speeds of 
over 300 miles an hour as weird, bubble-shaped skimmers zip through 
canyons and across neon-lit cities. Alex Simmons buckled up and slipped 
in to first gear... 


Indiana Jones And 

His Desktop Adventures.32 

The Man With The Hat returns to the PC in this charming Windows-based 
graphic adventure which, so LucasArts claims, will be just perfect for wil¬ 
ing away those oh-so-boring lunch-hours. Archaeologist extraordinaire 
Dave Upchurch went digging for clues. 

Tank Commander..34 

Domark trundles onto the battlefield with the spectacular Tank 
Commander, the game it’s billing as “Battlezone for ‘90s”. Always one 
with a liking for large-calibre weapons, Dave Upchurch reports from 
behind enemy lines. 

Simon The Sorcerer 2.36 

Daft jokes and innuendo ahoy with the wacky wizard they call Simon The 
Sorcerer! Yup, Simon has returned, with Swamplings, goo, tacky hat and 
all! Alex Simmons casts (groan) his eyes over AdventureSoft’s spell¬ 
binding (eurgh) sequel. 
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The Future’s 



T o many people MicroProse and Spectrum 
Holobyte conjure up memories of F-numbers 
and Falcon 3. But as the games market has 
widened in scope, the two companies have 
changed and developed their portfolio. The traditional 
dominance of the aircraft sim has waned and now tank 
games, graphic adventures, puzzle games and even a 
fantasy card game have leapt in boldly to fill the gap. 

But don’t worry — the flight sim hasn’t been aban¬ 
doned completely, because with the likes of Navy 
Strike, 1943: European Air War, Falcon 4 and Top Gun 
waiting in the wings, the future’s so bright, you’ve got 
to wear protective designer goggles. Or something. 

But enough of the corporate clap-trap (nobody’s 
interested anyway), MicroProse and Spectrum 
Fiolobyte have a huge number of nifty games in devel¬ 
opment and so, without further ado, we’ll start the 
proverbial ball rolling with... 


Magic: The Gathering 



If I told you that the biggest game in America right 
now is a fantasy card game, then you might think that I 
was talking complete rubbish. You might think that my 
mind had become unhinged and that my brain had 
started to congeal and drip slowly out of my ears. 

But I’m afraid that it’s true. Magic: The Gathering 
has taken the US by storm. Produced by a company 
called Wizards Of The Coast, Magic has sold over a bil¬ 
lion cards so far (that’s over $50 million worth of busi¬ 
ness), and apparently it’s the most suc¬ 
cessful paper game in the history of 
paper games. Obviously this is good 
ews for MicroProse, who have 
snapped up the license and plan to 
unleash the digital version on an 
eager public later this year. 

So what’s the fuss all about? 
Well, if you want to start playing 
Magic, you’ve got to buy a starter 
pack (a basic set of cards) and 
then you can add to your deck, 
effectively customising it, by 
purchasing separate Booster 
packs and by trading spare 
cards with other Magic devo¬ 
tees. Each player brings their 
own personal deck to the 
game. In Magic, both play- 
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ers are powerful wizards and, starting with 20 life 
points, the basic idea of the game is to reduce your 
opponent’s life points down to zero. 

“As a wizard you can cast various spells and sum¬ 
mon fantasy creatures to attack your opponent,’’ 
explains David Etheridge, Magic’s designer. “The wiz¬ 
ard needs to expend certain amounts of Mana to sum¬ 
mon and cast spells, and this Mana is built up by hav¬ 
ing Land cards, which are basically Mana generators. 
The appeal of the game lies in the fact that you can 
customise your deck and cards can be traded for new 
ones like baseball cards. 

“There are five colours of magic in the game and 
each spell or creature requires certain Mana points of 
certain colours to bring it into play. So if you have a 
strong set of red spells and red creatures, 
it makes sense to include a lot of red land 
cards in your pack so you can create red 
Mana quickly to cast the spells.” 

If you haven’t seen the game at 
first-hand it’s difficult to appreciate 
the sheer addictiveness of the thing. 

As for the game. Magic: The 
Gathering will retain the feel of a 
table-top card game, and while 
you can’t trade or buy new cards, 
the computer version features 
over 1,000 cards, each of which 
uses the same artwork as the 
paper originals. 

Expansion disks are also 
planned as various extra 
packs are launched and the 
appeal of the computer 


game is that, if there isn’t anyone around that you can 
play, you can indulge in a game against any one of five 
computer opponents. According to David Etheridge, 
the Al isn’t bad either, and to illustrate this point, it 
apparently beat a guy who won the local Magic tourna¬ 
ment in four out of five hands. 

Getting the Magic license isn’t just a feather in 
MicroProse’s hat, it’s a whole bloody chicken. And 
although it’s hard to appreciate the game’s appeal, it’s 
not just a stuffy card game, with wizards, ores, spells 
and other fantastical hogwash. Flaving played a game, 
I have to admit that it’s engaging and absorbing stuff. 
It’s not going to be everybody’s cup of tea, but with 
over a billion cards sold, it’s hardly a license you can 
just turn your back on and ignore. 

• Magic: The Gathering will be released some time 
in the Summer. 
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(Above) Magic: The Gathering is taking the States by storm, and looks likely to do the same when it’s released over here. 
MicroProse’s computerised version offers one major advantage over the original card game — you don’t need mates to play it. 














Civilization Networks 

You don’t need to be a genius to work out that 
MicroProse’s imaginatively-titled Civilization Networks 
is the long-awaited multi-player version of Sid Meier’s 
classic empire game. The game supports network 
(obviously), modem and serial play, and so theoretical¬ 
ly you can play head-to-head Civilization with up to 
seven extra players, mixing computer controlled ones 
with the real ones — i.e you could have four live play¬ 
ers and three computer-controlled players. 

Like most multi-player games, network Civ has a 
chat facility which allows you to send messages glob¬ 
ally to all players, or specifically to a player in secret, 
allowing you to forge alliances and gang up on the 
other players without anybody finding out. 

“Of all the things that were requested,’’ says 
Lindsay Riehl, the game’s Product Manager, “people 
were most interested in modem play, which is what 
we’re trying to give them here. The basic gameplay 
hasn’t changed at all, but the game gives you the 
option to design your own alter-ego. You can specify 
whether your character is male or female, black or 
white, and then you can go to a costume shop to outfit 
yourself in the clothes of your choice. You can be as 
goofy or as liberal as you want.” 

Apart from the Barbie-style costume shop, the only 
other changes are that the game will be SVGA and that 
it will probably abandon the turn-based system in 
favour of real-time action. Now don’t jump up and 
complain. Civ fans, there is a reason for this, and it’s 
simply that the designers feel that if the turn-based 
system was kept, there would be far too much down¬ 
time to endure, i.e. if you finished your turn first, you’d 
have to wait around until the other seven players fin¬ 
ished theirs. It was decided that the turn-based system 
had to go in the interests of good gameplay. Thank 
God for that. 

• Civilization Networks is due for release some 
time this Summer. 

Star Trek: The Next Generation 

star Trek: TNG is a vitally important license for 
California-based Spectrum Holobyte, not only because 
they’ve spent three years developing the game engine, 
but also because it marks the start of its potentially 
lucrative association with film giant. Paramount. 

“The Star Trek TV series and the movies have gen¬ 
erated in excess of one billion dollars,” explains Rita 
Harrington at Spectrum, “and Interplay’s Star Trek: 
25th Anniversary game took advantage of this and sold 
over 300,000 copies. TNG, however, which has been 
designed as a CD-ROM product, is a step-up from 25th 
Anniversary. It features SVGA graphics, rendered 
sequences, 16-bit stereo sound and full digitised 
speech. Unlike 25th Anniversary, all of the missions 
are woven together and there’s a detailed 3D combat 
simulator with intelligent enemies.” 

I have to admit that the TNG game, subtitled A Final 
Unity, looks very impressive indeed. Obviously it helps 
if you’re a fan of the TV series but with its mix of 
adventuring and deep space combat, there’s bound to 
be something in the game for everyone. In fact, one of 



(Above left) Picard, Geordi and A. N. Other explore the deserted bowels of a research station in search of vital clues. 

(Above right) Most of Star Trek: TNG takes the form of a fairly typical graphic adventure, but there are also 3 D space combat 


sequences to add a bit of spice to the brain-storming. 

(Below) Once again the TNG crew boldy go where no man — sorry, no-one — has gone before. The brave idiots. 



the nicer things about TNG is the way that you can del¬ 
egate some of the jobs to your crew. 

For example, if you don’t want to mess around with 
warp core breaches or containment fields, you can del¬ 
egate engineering to Geordi. Likewise, if you find the 
combat a little too complicated and you just want to 
concentrate on the adventuring, you can leave the bat¬ 
tle tactics up to Lieutenant Worf. 

“TNG was originally a floppy-based game,” reveals 
Matt Gensher, the brains behind Star Trek develop¬ 
ment at Spectrum, “but as we moved towards using 
SVGA, the DOS extender and full digitised voices, it 
had to be CD only. It’s a big game. There are over 
10,000 different places in the universe. You can’t get to 
all of them — some are deep in Romulan space — but 
it gives the game a feeling of depth. 

“Most of the game is a straight graphic adventure, 
with puzzles, mysteries and stuff like that. But we 
knew early on that you had to be able to blow the crap 


out of things so a combat element is in the game as 
well. But most importantly, TNG has been designed to 
be easy for a novice to play. There is a beginner’s level 
where you are given a lot of help and this help comes 
from the characters themselves, i.e. Picard may say to 
his crew ‘Any suggestions?’ and you can talk to any of 
the characters — Data, Riker, Counsellor Troi, etc — to 
get advice.” 

Star Trek TNG: A Final Unity looks as though it will 
be a huge success when it finally makes an appear¬ 
ance on the PC in April and, with over 10,000 lines of 
recorded dialogue (Patrick ‘jean-Luc Picard’ Stewart 
had over 2,000 of these himselO, 25 cutscenes, three 
difficulty levels and some of the toughest puzzles this 
side of the Romulan Neutral Zone, this could well be 
the game that soars up the heights of PC GAMES star¬ 
dom to join Magic Carpet and Little Big Adventure. 
We’ll try our damnedest to bring you a full review in 
the next issue. 
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Falcon 4 

“Falcon 3 built its reputation on being a complicat¬ 
ed high-end sim and with it we captured the hearts 
and minds of the hard-core flight sim aficionados,” 
says Neil Johnston, Falcon’s designer. “But we had to 
ask ourselves ‘Who did we miss out?’ and ‘Was Falcon 
too complicated?’ I had friends that would watch me 
fly Falcon 3 but wouldn’t play it themselves. This is the 
thing that we want to try and fix — the gap between 
realism and fun.” 

Probably the one thing that impressed me the most 
during my trip to MicroProse/Spectrum Holobyte were 
the technical specifications for Falcon 4. Nobody has 
ever produced a sim that has spanned the entire spec¬ 
trum of flight sim-dom, and Spectrum Holobyte 
haven’t tried to. What they have done instead is 
snapped up the license to Top Gun (which we’ll be 
looking at next issue) and produced a beginner/inter¬ 
mediate, action-flying game and then Falcon 4, an 
intermediate/advanced flight sim. 

Falcon 3 is regarded by many as the most realistic 
flight sim on the PC. It’s not the prettiest game ever, 
but if you’re looking for the closest simulation of an F- 
16, a MiG-29 or ao F/A-18 Hornet, then Falcon 3 is the 
yardstick against which all other sims are measured. 
It’s very realistic, you fly across a real world and the 
artificial intelligence is very good. 

These are things that the designers want to hang 
onto and cram into the new-and-improved Falcon 4. 



A saucy selection of saliva-inducing screenshots from the 
forthcoming Falcon 4. Doesn’t it look /bnfasf/c.^’Spectrum 
Holobyte hope to make it more accessible to novices than 
Falcon 3 was, which can only be a good thing to those of us 
who don’t like memorising 400 keyboard commands. 





Clockwerx 

After the huge success of Breakthru! (well, Big Boy Dave 
liked it anyway), the latest addition to Spectrum 
Holobyte’s action puzzle line is Clockwerx, in which the 
player must manoeuvre a spinning clock hand from one 
part of a grid to a gateway that leads to the next, more 
tricky level. Like Breakthru! it’s ridiculously simple and 
very addictive. 


Star Trek: Generations 

Don’t know too much about this one. I’m afraid, but there 
was a rumour going round at Spectrum Holobyte that 
you’d be able to fly around in the Enterprise and then 
beam down to space stations and walk around them in a 
first-person perspective. Doom with Star Trek? Is it too 
good to be true? I’ve no idea. Generations, based around 
the latest Star Trek movie, is supposed to be a more 
action-orientated game, but whether you can shoot 
Klingons and Kardassians a la Doom is still pure and, I 
must say, wild conjecture. Still, PC GAMES is good at that. 


What they want to avoid is the super-steep learning 
curve, the avalanche of keyboard controls and the 
amount of time between loading up the game and 
actually shooting someone down. But most of all, the 
designer’s want Falcon 4 to be more than just a game 
for sim aficionados. 

Falcon 4 is completely new code. You’re still a 
member of an air force squadron and the game retains 
the realism, depth and vitality of Falcon 3. But, as you 
can see. Falcon 4 sets new standards in graphics. The 
Falcon team is currently creating a 3D rendered virtual 
operations centre and the idea is that you’ll be able to 
walk around your airbase using a first-person perspec¬ 
tive view. As you enter the centre you’ll be met and 
guided through the game by Al personalities. 

“Let’s say, for example, that you are a new player,” 
suggests Neil. “You would sign up, choose your 
squadron and when you are shipped to the 3D airbase, 
the system generates a virtual captain who gives you a 
tour. If you’re a more experienced player, the system 
will generate a major and you’ll skip the tour and head 
straight for the briefing room. 

“If you need flight training, the lessons will be con; 
ducted using various multimedia techniques and will 
work on the ‘See it, hear it, do it’ principle. What this 
basically means is that a voice will explain the major 
functions of the F-16 instrument layout, and then there 
will be a walkthrough that shows you how to take off 
and land. After the basics you then continue your flight 
training in a two-seater trainer aircraft, where a cq'm- 
puter-controlled instructor will talk you through the 
necessary procedures. We think this is going to be 
much more fun than propping 200 pages of flight man¬ 
ual on your knee.” . 

Finally, the other major difference between Falcon 
3 and Falcon 4 is that the campaign will run in real¬ 
time whenever you are in the base. While the game is 
running the war continues. You can fly out over the ter¬ 
rain and pass a column of tanks and when you fly back, 
say, two hours later, the tanks will still be there but 
two hours further on. The design team are retaining 
the realistic air-to-air side of the game, but are beefing 
up the air-to-ground side considerably. 

Falcon 4 is due to hit the shelves towards 
Christmas and if that all seems far too long to wait, 
you can catch a glimpse of what might lay in store 
when we take a look at the sexy-looking Top 
Gun in the next issue. \mmj 


Not Only But Also... 


GunshipBOOO 

Okay, there are no real plans for this one, but Jim Day the 
producer for 1944: Across The Rhine and a man who 
worked on Gunship 2000, has speculated that Gunship 
3000 or some kind of helicopter game is definitely on the 
cards. Quite what these cards are and when they’ll appear 
is still a mystery, but we can safely guess that Gunship 
3000 (or whatever they choose to call it) will have fully 
texture-mapped terrain, SVGA graphics and one of the 
best flight models ever seen in a computer game. We’ll 
speculate wildly about this again next issue if you’d like... 


Necrobius 

It’s a strange one this, a Myst-style game that looks like a 
Pink Floyd album cover and plays like one of those 
strange dreams you have after downing too much Tequila. 
It’s puzzle-based, very weird and a bit like Mindscape’s 
Commander Blood. I watched it for ten minutes and I still 
couldn't work out what was going on. 


1943: European Air War 

After 1942: Pacific Air War, Ed Fletcher and the team have 
started work on EAW, or 1943: European Air War. Based in 
UK, you’ll be able to fly for the RAF or the Luftwaffe, 
primarily you’ll fly for one of three allied fighter wings 
— two American squadrons and one British. Details are 
still sketchy, but EAW might include the Battle Of Britain 
(as a separate campaign) and the whole thing will proba¬ 
be in SVGA. So far the air war team are currently 
upgrading the graphics engine and dabbling with 32-bit 
protected mode. More news when we get some. 


Aztec 

MicroProse in strategy game shock! Yes, it’s yet another 
turn-based strategy game, a Civilization manager sim, 
with advisers, trade routes, battles, etc. It’s a bit like , . 
Civilization and Master Of Magic. But it’s got Aztecs in it. 
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Terry Pratchett s 


AVAILABLE ON PC & PC CD*ROM 


Rincewind the Wizard has spfent a lifetime avoiding 
danger, but a dragon is ravaging Ankh-Morpork, 
and he’s the unlikely hero who’s got to rescue the city. 

\ 

He’s got the Luggq^ge (a murderous accessory every 
traveller needs), a few necessary items (b'ananas are 
always useful) - and he’s got YOU. 
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Voice overs (CD ROM Version Only) by ERJC IDLE, TON 
JON PERTWEE & KATE ROBBINS ‘ 
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Terry F’ralchetrs toLirleen legendary 
Diseworld novels are available in Corgi 
paperback wherever books are sold. 











Fast Cars, Fast 




Slipstream 5000 CD 


The Software Refinery 


October 1993 


April 1995 


Work started 


Flying at speeds of soomph IS 
definitely not good for your 
health, but because Alex 
Simmons had just got his pro¬ 
visional drivers license, he 
was nominated to take a ride 
with Gremlin’s futuristic racer. 


Gremlin Interactive 


Due for completion 


Game 


Developer 


F ollowing speedily in the wake of the Voxel- 
Spaced shoot-’em-up Retribution, Gremlin 
Interactive are revving up the engine of their 
99%-complete 3D racer, Slipstream 5000. The 
Sheffield-based softoco promise a dazzling white- 
knuckle ride through tight, winding canyons and over 
sprawling cityscapes. But will Slipstream be the 
fastest rollercoaster ride of ‘95 or just another 
Sunday drive in the country? 

Slipstream is a futuristic racing game, one which 
resembles Electronic Arts’ archaic Powerdrome. Like 
the vintage Atari ST racer. Slipstream is a fast-paced 
dash through undulating tunnels. And pyramids. And 
dense jungle. In fact, Slipstream is everything 
Powerdrome ever was, plus a whole lot more. 

The game is the result of three industry vets {not 
the kind who operate on rabid dogs!), namely the pro¬ 
gramming talents of Ian Martin and Ciaran Gultnieks 
and the artistic skills of Mark ‘Griff’ Griffiths, collec¬ 
tively known as The Software Refinery. The threesome 
are all ex-MicroProse bods and have previously 
worked on titles too numerous to mention, although 
their list of impressive credentials includes games like 
B-17 and Shuttle. However, Slipstream 5000 is The 
Software Refinery’s debut release, and is their first 
major project since the three of them formed the com¬ 
pany some 18 months ago. 

The Software Refinery have been working on 
Slipstream for almost 18 months, and had no problem 
finding a buyer for the game. Griff explains the course 
of history: “We approached various companies with 
the game but finally settled with Gremlin. The first 
meeting was back in October 1993, when we showed 
them some artwork and a couple of demos which illus¬ 
trated the power of our 3D engine.” The basic concept 
of the game came from The Software Refinery, 
although they collaborated closely with Gremlin on the 
project. Ideas were constantly contributed by both 
companies, and so the game gradu¬ 
ally evolved into its current state. 
Since its conception, 
Slipstream has gone through 
some dramatic changes. 
After all, a lot can happen 
in a year and half, what 
with the Pentium becom¬ 
ing more widely available. 
“When Slipstream was 
first conceived we had 
the idea to use tex¬ 
ture-mapped graph¬ 
ics, but not 
extensively 





— originally the game was going to use Gouraud- 
shaded polygons mainly,” says Griff. “But as time 
went by, the game gradually became more and more 
texture-mapped, and the introduction of more power¬ 
ful machines allowed us to create much bigger and 
better things.” 

What’s more. Slipstream was initially set in the 
city, with the player racing along busy streets lined 
with skyscrapers, but this drastically changed when 
the idea of making Slipstream a futuristic racer was 
proposed. “Originally it was meant to be set on urban 
tracks, with polygon buildings and stuff like that”, 
says Griff. “Then we had a flash of inspiration, and 
decided to use textures which allowed us to build 
canyons, fjords, and mountains. We tried it out and it 
worked — beautifully.” 

The finished game features some 10 texture- 


mapped tracks from across the globe. Slipstreamers 
(the name given to the drivers) will compete on tracks 
carved through the Egyptian Pyramids (I bet the 
Pharaohs are turning in their tombs!), along the River 
Thames and past Tower Bridge, and across the 
bustling streets of the Windy City, Chicago. Other loca¬ 
tions include night-time Tokyo, with neon signs pro¬ 
vide the only form of illumination, and the winding 
river Amazon, where racers skim through the dense 
South American rainforests. 

Even though the majority of the courses feature 
huge underground straights and twisting passages, 
stretches of the circuit are wide enough to overtake, 
giving plenty of opportunity to nip past the guy in front 
on the inside of a corner. Alternatively, you can just 
push down on the accelerator, pull back on the stick 
and zoom over the top of your opponent — after all. 
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“Originally the game was going 
to use Gouraud-shaded polygons 
mainly. But as time went by, the 
game gradually became more 
and more texture-mapped, and 
the Introduction of more power¬ 
ful machines allowed us to cre¬ 
ate bigger and better things. ” 

Mark 'Griff Griffiths, The Software Refinery’s Graphic Artist. 



(Above) Slipstream features an exciting split-screen two-player option, as well as a four-player mode via network. 
(Below) Race along lo tracks from around globe, including the ice canyons of Siberia and through the pyramids of Egypt. 



you are flying your ‘car’! Many of the courses are actu¬ 
ally set outside too, although you’re not free to fly 
completely off the track and explore the area loo miles 
south of the circuit! 

As mentioned before, each track is given a more 
realistic feel thanks to copious texture-mapping, and 
because of this Griff believes Slipstream looks a lot 
more like a sim, and is arguably more authentic than 
many flight simulators: “[In Slipstream] you get a real 
sense of speed...” 

All this cosmetic beauty doesn’t come cheap 
though, and that’s why Slipstream 5000 is primarily 
aimed at top-end PCs, either the 486DX2 or more 
preferably a Pentium. On either of these machines, the 
game runs smoothly with both detail and texture-map 
levels on maximum — to say it looks impressive is an 
understatement. However, for those of us mere mor¬ 
tals who only possess a 33MHz 486, it’s possible to 
compromise detail for speed. For example, the texture¬ 
mapping can be reduced to a bare minimum to make 
the game run smoothly, although it doesn’t have to be 
switched off completely. 

There are ten vehicles to pick from, all looking like 
something out of a ‘50s style B-movie — with their 
huge over-emphasised jets and brightly coloured bul¬ 
bous fuselages, it’s all very Flash Gordon. The pilots 
have unique personalities too which, combined with 
specifications of their vehicle, affect the way they han¬ 
dle — some speed-freaks are reluctant to brake and so 



have a high top speed, while you’ll find more careful 
drivers are better at cornering. 

The ships can be customised with a variety of 
power-ups bought from race winnings. Engine modifi¬ 
cations can be bolted on to improve top-speed and 
acceleration, while armour is strapped to a ship to 
increase the usually-short life-expectancy of a 
Slipstreamer. Weapons are available in all shapes and 
sizes, ranging from laser blasters to homing missiles, 
although the powerful Disrupter cannon is much more 
exciting — a successful hit will fuse the target’s navi¬ 
gation systems and send the unfortunately pilot spi¬ 
ralling into the canyon wall! 

No matter how much money who’ve saved up 
though, you can’t win a race without refuelling. Unlike 
entering a pit lane, you don’t actually have to grind to 
a halt before some greasy mechanic pours a few gal¬ 
lons of four-star in your tank. Instead the ships are 
recharged by zipping along the refuelling lane, the 
power cells topped up as a lightning bolt thun¬ 


ders through your ship — thank God you’re wearing 
rubber underpants! On top of the standard champi¬ 
onship season. Slipstream also offers a head-to-head 
split-screen game for two-players, as well as a four- 
player mode via a network. 

During both the race and the instant replay there 
are free-roaming cameras which provide a view on 
almost every angle of the action, allowing you to see 
each stage of the course at any time. Cinematic 
cutscenes storyboard the career of your pilot, comple¬ 
mented by an atmospheric soundtrack created by 
award-winning composer Chris Adams. 

According to The Software Refinery, “Slipstream is 
almost complete, although the gameplay needs tweak¬ 
ing”. ‘Tweaking’ should hopefully take about a month, 
so we hope to receive a review copy of 
Slipstream for the next issue of of PC GAMES. 
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David Upchurch, The Man With 
The Fat, takes a look at the 
whip-wielding archaeologist’s 
newest adventure. 


T he two words ‘LucasArts’ and ‘innovation’ 
have become almost synonymous, but even 
by the California-based company’s own 
ground-breaking and rival-confounding stan¬ 
dards its forthcoming game, indiana Jones And His 
Desktop Adventures, has to rank as a brave and very 
unusual release. 

A Windows-based adventure, Indy Desktop places 
you firmly in the scuffed shoes of the world’s most 
famous archaeologist, Indiana Jones, as he races 
against an unscrupulous Dutch rival. Dr Victor Van 
Loon, to recover sacred artifacts from the Mexican jun¬ 
gle, an area rich with treasures left behind by long- 
extinct Indian tribes such as the Mayans, Mixtecs, 
Toltecs and Aztecs. 

Of course, LucasArts is not exactly a stranger to the 
adventure market, but Indy Desktop is a far cry from 
the lavish multimedia extravaganzas it normally pro¬ 
duces. For a start, the whole game is viewed from a 
top-down perspective, with Indy depicted as a squat, 
cartoon-ish sprite. 


The mouse-driven interface is extremely simple too 
— Indy starts conversations or fights simply by bump¬ 
ing into people, while objects are examined or moved 
in a similar manner. Collectible objects are stored in an 
inventory panel to the side of the map window, and 
can be used on other objects by clicking and dragging. 

But perhaps most amazing is the fact that Indy 
Desktop comes on just one disk — and that’s not a 
spelling mistake, either. Unbelievably, when many 
companies find it nearly impossible to squeeze their 
games onto one CD, LucasArts have managed to pack 
Indy Desktop onto a single HD floppy! 

LucasArts claims that indy Desktop offers players 
literally millions of distinct adventures, each of which 
can be completed in an hour or less. “Traditionally, 
desktop games for Windows have been along the lines 
of word, board, card or very abstract games,” says Hal 
Barwood, the game’s project leader. “Indiana Jones 
And His Desktop Adventures is for people who like 
adventure games, but don’t always havehours free 
to finish one. Each game can be won in under an hour 
and then a new game, with new characters, puzzles 
and treasures, can be started.” 

Although there are only fifteen scenario ‘types’, 
which range from rescuing a wise shaman to recover¬ 
ing mystical Indian treasures to locating a sacred tem¬ 
ple, a unique Worid Generator engine ensures that the 
way each scenario develops is totally different. 

According to LucasArts: “At 
the start of each game, the 
engine creates a new adven¬ 
ture for indy by mixing and 
matching hundreds of vari¬ 
ables, including multiple trea¬ 
sures for which Indy must 
search, numerous gaming loca¬ 
tions, various types of puzzles, 
a range of enemies, and a large 
number of tools and weapons 
to help solve the game. As the 
World Generator builds each 
new scenario, it checks to 
make sure that no single puz¬ 
zle is being re-used from the 
last game, and it disallows the 
previous ten final quests.” 

“We believe this product 
will appeal to a broad audi¬ 
ence,” adds Mary Bihr, Director 
Of Marketing. “Traditional 
adventure gamers will enjoy 
Indy’s varied escapades, while 
the game’s accessible nature 
should attract new gamers who 
can play the short game sce¬ 
narios at home, during work 
breaks or on the road.” 

Although Indy Desktop may 
not look that impressive, don’t 
let than put you off. Having 
played it briefly at the recent 
CES, I can testify that it’s as 
entertaining and as addictive 
as any of LucasArts’ more visu- 
ally-lavish adventures, 
Goodbye lunch-times... 
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Indiana Jones/Desktop Adventures 


LucasArts 


Developer 


Work started 


Due for completion 


Early 1994 


Easter 1995 



(Above) Initially armed with whip and gun. Indy can also fight 
his enemies using any other weapons he finds along the way. 




(Above) Indy starts conversations by simply bumping into 
people. However, if the person they bump into is unfriendly, 
the game automatically goes into combat mode. 











































THE NEW MOVIE MASTER SERIES 
OF MPEG PLAYBACK CARDS 



An all British product 


• 24 bit output to both TV and VGA 

• TV output in PAL or NTSC via RGB, S-Video or composite outputs • Optional SCART RGB connector 

• Automatically ‘switches’ VGA output between the system’s graphics card and full screen 24 bit MPEG video 

• Stereo CD quality MPEG audio with digital filtering 


• 24 bit ‘true^ 4 ;olour’ output (16.8 million colaurs) • Full X and Y scaling frbm 22 x 22 to 16X zoom 

• Full interpolatib'rr4n both X and Y directions • FuU feature windowing with colour and chroma keying 

• Grabs and re-displays stills from any MPEG sequence in various formats 
_• Stereo CD quality MPEG aVdip with digital filtering 

Price: £329 + VAT 


• Same as 24 bit but at 15 bit resolution (32,768 colours) 

Price: £239 + VAT 


VIDEO:«|»J 


Price: £199 + VAT 


Distributed by Calculus: Tel No. 0543 418666, Power Computing: Tel No. 0234 273000, 

and Unica Ltd: Tel No. 061 429 0241, or call Ace Coin Equipment on 0952 293333 






































Tank Commander'^” 


C alling all tread-heads! Here’s a fascinating 
piece of tank-related trivia which you can 
bore your friends with! Do you know why 
tanks are called, er, tanks? No? Well, when 
they were first brought into service in World War One, 
the British army was naturally quite keen to avoid 
warning the Germans that a terrifying new weapon 
was about to be unleashed upon them. So, when the 
armoured gun platforms were shipped to the front¬ 
lines, they were covered in tarpaulin and labelled 
‘water tanks’ to confuse any enemy spies — hence 
the name! Incredible, eh? 

And it’s no doubt such fascinating little anecdotes 
like that one (culled from the Charley’s War comic strip 
in Battle Comic, if you’re interested) that inspired 
developers The Big Red Software Company to create 
Tank Commander, an action-packed simulation of all 
things metallic and big-gunned. Or, if the comments of 
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Paul Ranson, Big Red’s MD, are anything to go by, 
maybe it wasn’t... 

“The problem with tanks,” laments Paul Ranson, 
the company’s Managing Director, “is that they’re a bit 
boring. In real life they don’t trundle down the middle 
of the road, guns a-blazing — instead, they find a 
place to hide, wait for the enemy to go past and then 
they shoot at them. So we had to find a way to make 
them more exciting...” 

To achieve this. Big Red have taken a few, ahem, 
‘liberties’ with the subject material. For a start, the 
tank that you control (which is nominally based on the 
Challenger tank — “mainly because Vickers are the 
only company we’ve talked to” adds Ranson) is 
equipped with an array of exotic weaponry — includ¬ 
ing flamethrowers, for goodness sake! — that you’d 
never see on a ‘normal’ tank. 

And although the gameworld and the 3D objects 
are accurately modelled, the boys at Big Red were 
forced to make a few graphical ‘tweaks’ in the name of 
good gameplay. “Because tanks are a lot bigger than 
you actually think they are,” explains Ranson, “we had 
to made some of the other objects in the game bigger 
than they should really be. Take the soldiers, for exam¬ 
ple — if we’d drawn them to scale with the tanks, 
they’d have been so small you wouldn’t have been 
able to see any detail on them.” 

Other examples of ‘artistic license’ in the game 
were unavoidable, however. Although Big Red had a 
great deal of technical assistance from Vickers, the 
manufacturers of the Challenger tank, there were 
some aspects of the hardware that they just couldn’t 
talk about. When Big Red’s artists came to draw the 
‘in-tank’ graphics, for instance, they were somewhat 
held back by the fact that Vickers couldn’t actually let 
them look inside a Challenger tank. “Apparently it’s 
Top Secret,” explains Ranson, “so we just had to make 
up what it looked like!” 


Game 




(Below) At any time you can deploy a chopper to go on a 
recce flight over the enemy’s position, allowing you to get the 
low-down on their fortifications. 



blasts, to more intellectually-challenging outings 
where you have to, say, protect a convoy of trucks or 
defend a base from enemy attack. 

Although you start out with just one tank under 
your control, as the game progresses you are given 
more to command, up to a maximum of four, at which 
point tactics and strategy comes more to the fore. It’s 
worth noting that everything happens in real-time, and 
things can get pretty intense as you struggle to give 
orders to your fellow tank commanders while simulta¬ 
neously trying to avoid enemy fire. 

While Tank Commander promises to be a lot of fun 
when played solo (especially for people like myself. 


“ESSENTIALLY WE WANTED TO WRITE A 
VERSION OF BATTLETONE FOR TEE 90S.” 

Paul Ranson, MD of The Big Red Software Co. 


But while sim buffs are no doubt starting to get hot 
under the collar about all this fiddling and fudging, it’s 
worth remembering that Big Red never intended Tank 
Commander to be a hyper-realistic tank sim which 
would compete with the MicroProse games of this 
world. “Essentially we wanted to write a version of 
Battlezone for the 90s,” comments Ranson. Although 
Tank Commander does contain sim elements, Ranson 
and team’s main aim was to create an exciting, fun yet 
challenging action game with strategy overtones. 

As with most sim-style games. Tank Commander 
takes the form of a series of campaigns set in various 
exotic trouble-spots across the world, thus providing 
an excuse for a wide degree of graphical variety. 
Each campaign consists of a series of linked mis¬ 
sions, each with their own set of objec¬ 
tives. The type of missions vary from 
the usual ‘destroy all enemy units’ 



who don’t like having to wade through a 100-page 
manual before they can start blowing things up), it 
should be a killer in multi-player mode, which allows 
up to four tank commanders to battle against each 
other via a network or modem/serial link. “You’ll fight 
in sort of ‘combat arenas’,” says Ranson. “If you 
remember the old Combat game on the Atari VCS you’ll 
have some idea of what it’ll be like.” 

With Tank Commander nearing completion (indeed, 
we should have a review and a playable demo of it for 
you next month, fingers crossed), Ranson and his 
merry band of coders have already started work on 
their next project. Provisionally entitled Big Red 
Racing, it’s a super-fast Virtua Racing-style 
which uses an enhanced version of Tank 
Commander’s 3D engine. Look out for 
more news on this some time 
later in the year... iw) 





























In Tank Commander you have the option to call in a limited number of air-strikes, which effec¬ 
tively act like smart bombs, wiping out any enemy units in your tank’s vicinity. 



Tank Commander boasts a vast number of in- and out-of-tank views, including this one from 
the open turret hatch. “It’s a bit unrealistic,” admits Ranson, “because you’d never be stupid 
enough to stick your head out of a tank when you’re in combat...” 



To maintain the game’s speed on low-end machines, the 3D engine simply reduces how far the 
player can see into the distance. The texture maps can also be turned off for extra ‘oomph’. 
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Simon the Sorcerer returns to 
fight off stiff competition from 
Psygnosis* Discworld. Can 
Adventure Soft out-wit 
Pratchett’s wicked humour? 
Alex Simmons takes a look... 



I t’s a brave software developer that dares to take 
on the might of LucasArts, but that’s what 
Adventure Soft did with Simon The Sorcerer, a 
witty and very British response to the antics of 
Guybrush Threepwood and co. Simon was the brain¬ 
child of Simon Woodroffe, a university graduate who 
formed Birmingham-based Adventure Soft with his 
dad, Mike. And now, somewhat unsurprisingly, 
Simon is also heavily involved in creating 
the sequel which, we’re promised, will be a 
much bigger game in every sense — more 
characters, locations, puzzles... the lot. 


igly’ 

market 


The team behind Simon The Sorcerer has grown 
since the first game - replacing the original two-man 
band tapping away in a darkened room is team of tal¬ 
ented workers who live across the whole country. Six 
graphic artists, who are responisble for the in-game 
graphics and all the box and advertising artwork, are 
shacked up in the North-East while the two program¬ 
mers, Alan Bridgman and Chris Downs, can be found 
beavering away on their trusty 486s down in Bristol. 

The first Simon The Sorcerer was compared by 
many to Terry Pratchett’s Discworld novels (which is 
hardly surprising, considering Adventure Soft actually 
bid for the licence but were refused). So when 
Psygnosis announced the official Discworld game, 
weren’t Adventure Soft frightened by the competi¬ 
tion? Mike Woodroffe isn’t worried: “My atti- 
tiude is that we need more quality 




Fail to pay your taxes and the bailiffs won’t bother to come 
round - they’ll just bomb your house with boulders! 


fantasy/comedy products. Monkey Island 

2 was funny. Day Of The Tentacle was 
funny, but LucasArts only do one game 
every 18 months, the same as us — the 
: will stand five or six of these a year.” 

Fair enough, I suppose — if one company 
manages to arouse the interest of the public, surely it 
will be beneficial to other, similar games? Mike agrees: 
“I’m delighted Psygnosis are reputedly spending 
£150,000 on the promotion of Discworld — that’s 
great! It will hopefully expand the market by introduc¬ 
ing more people to the genre.” 

For those already familiar with fantasy adventures 
and indeed Simon The Sorcerer, it’s important to 
stress that quite a few things have changed since the 
original. The long list of control verbs have been 
replaced with icons, speeding up the whole process of 
guiding Simon through the game’s puzzles. 

The graphics have been spruced-up, too. Scrolling 
backdrops have now been included, and are entered 


by clicking on the two-screen map. Creating the graph¬ 
ics was a mammoth task, as Mike explains: “There are 
over 100 background pictures, over 50 thousand ani¬ 
mation clips, some five thousand speech samples, 
over 100 different speaking characters, over 50 pieces 
of music and hundreds of digitised sound effects... 
and buckets and buckets of swamp goo!” 

The story continues on from where the orig- 
inal left off. Simon is being pursued through 
time and space by the arch-villain Sordid, 
who was released from limbo by a troll kid 
called Runt. Runt, having summoned 
Sordid by accident when dabbling in black 
magic, has now joined forces with The Evil 
One™ and plans to ensnare Simon and bring him 
back to their world in a Magic Wardrobe! 

As you can probably tell, much of the humour 
which made Simon 1 such fun returns in the sequel. 
Many of the characters from the original game also 
star, including Calypso, the two demons Max and 
Gerald, and even the little swampling who has now 
opened a fast food restaurant! 

Appearing on floppy and CD, the latter will again 
feature the vocal talents of Chris Barrie and Roger 
Blake, but as yet the thousands upon thousands of 
lines of dialogue have not been recorded — you’ll just 
have to wait for the game to be released in April /^\ 
to hear the result... 




The swampling returns in Simon The Sorcerer 2, and this time 
round he’s opened a fast food restaurant! 



Simon 2 uses a completely new interfaces which is even more 
user-friendly. What’s it’s just as humourous as ever! 


This is the house of the Three Bears, and after their encounter 
with Goldilocks they don’t take kindly to trespassers. 
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reviews < 

At this time of the year good games are usually rarer than a Lottery win — but this 
month we've been forced to award no less than FIVG games a PC GAMES STAR! 


Reviewed On CD 

CyClones 
Dark Forces 
Discworld 
EarthSiege 
Hammer Of The Gods 
Iron Assault 
Knights Of Xentar 
Psycho Pinball 
Space Ace 

X-Wing Collector’s CD 






LucasArts 

Psygnosis 

Sierra 

US Gold 

Virgin 

MegaTech 

Codemasters 

ReadySoft 

LucasArts 


v/iW^HAT we DO.,. 

Everyone at PC GAMES is a complete gaming nut. That’s why we know exactly 
what you want to see in a game review (or so we like to think). 

So what do you get? 

Well, you get all the info you need and no waffling — we get straight to the point. 
On top of that you get loads of big screenshots of the game in action, along with 
maps and diagrams helpfully illustrating any major gameplay features — after all 
a picture, as they say, speaks a thousand words. 

Then we compare the big games with another of similar type in the ‘It’s A Bit 
Like...’ panel. Typically this will be the best game in its genre so you’ll probably 
be pretty familiar with it, thus giving you a handy point of reference. 

The whole PC GAMES team plays every game reviewed and, although only one 
person’s name appears on each review, the criticisms and Overall mark reflect all 
of our combined opinions, hopefully giving you a balanced view. Should any team 
member disagree violently with the rest, his comments will appear in a special 
box in the review. 


Finally, we have the essential score panel.,. 


^Reviewed On Disk 


Battled rome 

Sierra 

62 

The Big Red Adventure 

Core Design 

68 

Descent 

Interplay 

46 

Metal Marines 

Mindscape 

70 

Pacific Air War Data Disk 

MicroProse 

73 

Pizza Tycoon 

MicroProse 

58 

Premier Manager 3 

Gremlin 

50 

UFO: Terror From The Deep 

MicroProse 

40 

^Superfrog 

Team 17 

4aJ 


All the guff you need to know about who pub-^ 

lishes the game, who developed it, its price 
and when it’s due to be released. You even get 
a contact ‘phone number to call if you want 
^ore info. _^ 

Details the minimum machine specification as 
recommended by the software company, 
along with how much valuable hard disk 
space it takes up and what optional peripher- 
^Is it’ll recognise. _ 

The game’s good and bad points, which are 
basically a concise summary of the criticisms 
made in the main review. 

/^he Overall Score. We don’t see any point in"^ 

ratings for playability and all that other stuff 
— you get one mark to sum everything up and 
\^hat’s it._ 


Electronic Arts/Orig 


( 0753 ) 549442 


£ 54.99 Out Now 


MINIMUM spec 


SoMHz 486, VGA, 8Mb RAM. zoMb of 
hard disk space, double-speed CD- 
ROM drive and joystick. 


ALSO SUPPORTS 


Mouse; SVGA; almost every major 
soundcard. 


The coveted PC GAMES STAR 
is awarded to any game scoring 
90% or over, indicating that the 
game in question is an essential 
addition to any gamesplayer's 
software collection. 


THE GOOD... 

* At last — an ‘interactive movie’ that 
actually looks like a movie. 

* The dogfighting is tense, exciting 
and looks fabulous. 

* Intriguing plot that keep you 
hooked from the start. 

* Superb SVGA graphics and excel¬ 
lent sound. 

...AND THE BAD 

* Needs a monster PC to run at any¬ 
thing near a playable speed. 

41 The missions lack depth and variety. 


92% 


















































Lobstermen? Peep 
Ones? Dean Evans 
strips off and goes for a 
dip with MicroProse’s 
watery sequel to UFO. 



f you’ve ever seen an 
episode of the X-Files 
on BBC 2, you’ll know 
that FBI agent Fox Mulder just can’t 
seem to convince his partner, Dana 
Sculley, about the existence of aliens. 
Despite the fact that they have been 
attacked by microscopic alien bugs, 
seen an astronaut possessed by a 
space demon and investigated abduc¬ 
tions where the only evidence is a 
strange light in the sky and suspicious¬ 
ly large burn marks in the grass, Dana 
is still a fully paid-up UFO sceptic. 

And who can blame her? If extrater¬ 
restrials do exist, then they aren’t exact¬ 
ly going out of their way to be noticed. 
Modern UFO sightings are usually dis¬ 
missed as cloud formations or weather 


balloons, UFO abductees are cruelly 
ridiculed and rumours that the American 
military has made contact with aliens 
and even retrieved a crashed UFO back 
in the 1950s are laughed at and rigor¬ 
ously denied. 

But despite all the secrecy and the 
red tape, aliens continue to fascinate 
the world, and so it should come as no 
great surprise to learn that X-COM: 
Terror From The Deep, a game that 
deals with UFOs and alien invasion will, 
I’m certain, prove to be one of the 
most popular games of the 
year. You might even dare 
to call it a classic... 

X-COM: Terror From 
The Deep (TFTD) is the 
sequel to the highly suc¬ 
cessful and critically 
acclaimed strategy 
game, UFO: Enemy 
Unknown — and just in case 
you were wondering, it’s 
called X-COM: Terror From 
The Deep and not UFO: Terror 
From The Deep because the 
original game was branded 
X-COM in the America and 
MicroProse wants to uni- 
versalise the name. 

Remember when 
Marathon changed 


its name to Snickers? 

Well, it’s a bit like 
that you see. 

Anyway, after the 
alien threat was snuffed out 
in the original game, X-COM 
has been slowly disbanded. 

But despite the fact that Cydonia, 
the alien base, was destroyed, it 
appears that an alien transport vessel, 
the T’Leth, is still sitting at the bottom 
of the ocean, and as the years drag on, 
its computers have started to 
release small groups of aliens 
to attempt a colonisation 
of the Earth. So far their 
plans haven’t been suc¬ 
cessful, but as TFTD 
begins, the T’Leth’s bat¬ 
tle computers have 
finally come on¬ 
line and an 
alien army of 
Lobstermen, 
Aquatoids and 
big jelly-fish brain things 
are being revived and awak¬ 
ened to terrorise the planet. 

Like the first game, the game- 
play in TFTD is fairly basic 
and, again, it involves 
building a number of 
bases around the world so 
you can track and shoot down the UFO 
menace. Once an alien submarine has 
been detected nearby, you simply dis¬ 
patch one of your heavily-armed 
Barracuda submarines to intercept it 
and, if you manage to force the UFO 
down, you can then send out a Triton 
transport sub, complete with a crew of 
highly-trained aquanauts, to search the 
crash site for surviving aliens and new, 
exciting technologies. 

At the crash site, the game switches 
to a Syndicate-style isometric-3D view 
and each sea-bed encounter is played 
out on a turn-by-turn basis. Each soldier 
in your squad has a certain number of 
‘action points’ which are used up by 
moving, turning and firing. And as each 
aquanaut has their own particular stats 
that determine firing accuracy, strength, 
etc, they all perform in different ways. In 
fact, the combat system is very reminis¬ 
cent of a table-top wargame, and so 


line-of-sight rules, 
how you choose to 
fire, terrain types and 
troop morale all affect 
the way your soldiers 
perform in battle. 
Obviously, the idea 
is to kill (or capture) the 
aliens without losing any of your men, 
and once the crash site is secure, you 
can then retrieve the submarine and any 
alien corpses that you find and carry 
them back for study at your base. 
Analysing the alien artefacts is very 
important, because as the aliens have 
such an advantage over you in terms of 
technology, you can only fight them in 
the long-term by researching their 
weaponry and using it against them. 
You can’t fight a modern army with 
spears and shields, and likewise you 
can’t defeat the evil alien fish-legions 
with your ineffective harpoon rifles and 
dart guns. 

This is the where the resource-man¬ 
agement part of the game kicks in, and 
as the months fly by you’ve got to bal¬ 
ance the X-COM budget, funding new 
labs so you can research more alien 
technology and constructing more work¬ 
shop space so you can mass produce 
what you’ve researched. In addition to 
all this, you’ve also got to have enough 
money left to cover the day-to-day X- 
COM overheads, things like fuel, 
weaponry and ammunition. Nothing is 
free in TFTD, and if for one reason or 
another you don’t do a good job, coun¬ 
tries may well withdraw their funding, 
making it even more difficult for you to 
counter the alien threat. 

And although I’ve simplified things a 
bit, that’s really all there is to it. To suc¬ 
ceed in TFTD you’ve got to keep shoot¬ 
ing down alien subs, so you can nab 
their weapons and research their tech¬ 
nology. Only by doing this will you 
uncover the sinister alien plot (this is 
something about a Great Dreamer, so 
I’m told) and the way to defeat it. Of 
course. I’m not going to tell you what it 
is, because half the fun of playing TFTD 
is watching the plot unfold, discovering 
new weapons and battling the new 
monsters. Like UFO, TFTD gets better 
the longer you play it. It’s not a game 



(Above) As you progress through the game you can research and develop better armour which 
bumps up the average life expectancy of your aquanauts. 

(Below) The animation is TFTD is 10 times more detailed than UFO. Air bubbles rise from your 
frogmen and harpoons and torpedoes leave a wake when they’re fired. 
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One of the nicer things about TFTD is the fact that MicroProse has retained some of the land- 
based missions. Fighting on land throws up its own tactical problems, in that most of X-COM’s 
weaponry is optimised for underwater use and so things like torpedoes don’t work... 


What Makes 
Them Tick? 


To get anywhere in TFTD, eventually you’re going to have to capture and study the 
aliens. X-COM is at its best when it nabs and researches alien artefacts. Once you’ve 
secured an alien crash site, you can dissect the little bugger to see what makes it tick. 
Likewise if you find any weapons you can study them and then use them yourself. 




(Below) At the beginning of every mission 
you get to equip your soldiers for the forth¬ 
coming battle. You can carry grenades, ther¬ 
mal flares (for night missions), pistols, etc. 


(Below) When your base has spotted an alien 
sub, you can send out one of your Barracuda 
interceptors to shoot it down. Simply pick an 
attack pattern (i.e. cautious) and watch... 


that you can do justice to in just a mere 
couple of hours. 

Yes, well that’s all very nice, but if 
you’ve played UFO, you’re probably 
thinking that all this base building, 
finance juggling and UFO shooting 
sounds frighteningly familiar. And to a 
certain extent, you’d be exactly right. At 
first glance it seems that MicroProse are 
just trying to crank out an uninspired 
money-spinner, a game that is practical¬ 
ly identical to the first one, bar a couple 
of new aliens and a bluey-green colour 
palette. For example, you built bases in 
UFO, you build floating bases in TFTD. 
You shot down flying saucers in UFO, 
you shoot down submarines in TFTD. 
Fimmm. it seems like the same game, 
but with bubbles. 

In fact, if you look at it like this, the 
evidence against TFTD is quite damning. 
Original? Pah! The underwater aliens 
are similar in strength and attitude to 


the first bunch in UFO, and if that wasn’t 
a dead give-away, the weapons are sus¬ 
piciously similar too. Where UFO had a 
Stun Bomb, TFTD has a Thermal Shock 
Bomb that performs exactly the same 
task. The bog-standard rifle has now 
become a harpoon gun, there’s a watery 
equivalent of that nifty rocket launcher 
that allowed you to set waypoints for 
the rocket to follow, and if all this 
wasn’t brazen enough, the alien power 
source Elerium has disappeared but it’s 
been replaced with an element called 
Zrbite, which, as far as I can see, works 
in exactly the same way. And then, 
there’s the 3D gameplay. That doesn’t 
seem to have changed much either... 
And then there’s the... 

...But — and this is a pivotal, very 
important ‘but’ — the mistake that I 
made with the first game was that 1 
didn’t play it for long enough. After 
three, maybe four days, you can usually 


get a reasonable feel for a game, but 
UFO and TFTD are not games that you 
can effectively sum up and pigeonhole 
after only a week’s play. UFO was a 
game that grew on you. It developed the 
more you played it and as the plot 
unfolded, it hooked you and reeled you 
into the action. A casual bystander 
might just see a turn-based strategy 
game with a bit of tedious resource 
management, but UFO and TFTD are 
probably two of the most engaging, 
challenging and absorbing games you’ll 
ever play on the PC. 

In fact, if you haven’t played UFO, 
then TFTD is a stunning game. For 
starters, it’s much harder. The aliens are 
much more accurate and even though 
the average firing skill of your aqua¬ 
nauts has improved, it’s sometimes not 
enough to stop your entire squad get¬ 
ting massacred by a sniping lobster in 
the inky depths of the Pacific. Even 



lt*s a bit like... 


...UFO: Enemy Unknown. It’s also a bit 
like Sabre Team, but if you like the look 
of TFTD and fancy playing the first 
game, I’m reliably informed that it will 
soon be appearing in a bargain-priced 
double pack with MicroProse’s futuris¬ 
tic underwater combat sim. Subwar 
2050. UFO: Enemy Unknown plays in 
exactly the same way as TFTD, it’s just 
not as polished as its watery sequel 
and just that tiny bit easier to complete. 















































































worse, some of the new aliens are 
impervious to projectile weapons, so 
you’ve got to get right up close to them 
if you want to do them any damage. 
Thankfully, there are specialist weapons 
for this, like the Vibro Blade, but getting 
near enough to stab an alien in what 
technically passes for its back, 
requires a major shift in your tacti¬ 
cal thinking. 

Compared to UFO, the aliens in 
TFTD are also more intelligent. They 
move around a lot more and often 
make good use of natural cover to snipe 
at your soldiers. In the original game, 
the aliens often defended one particular 
area, like a farmhouse or a hillside. In 
fact, sometimes they would make no 
effort to conceal their presence at all, 
and some of them were so obviously 
placed that they might as well have a 
had a huge neon sign flashing above 
their heads saying “Flere I am, shoot 
me, shoot me”. 

But this is not the case in TFTD. The 
aliens are shifty little buggers and 
they’ll hide amongst the rocks, popping 
out to fire at you, then ducking back in 
so you can’t get even get a shot off. 
They also have an annoying habit of 
occupying the high ground, i.e. standing 
on the top of a shipwreck or a reef to 
fire down at your soldiers. And when 
they’re as accurate as these guys are, 
you have to move cautiously if you want 
'your soldiers to survive more than five 
turns in the combat zone. 

Like UFO, TFTD has five difficulty lev¬ 
els but no matter which one you pick, 
you’ll find that the aliens put their 
psionic abilities into action from the 
word go. Psionics and mind control 
played a big part in the original game, 
and in TFTD some of the alien races can 
use their powers to panic your soldiers, 
sending them hopelessly berserk (they 
lose all their action points for that turn) 
or to take control of them com¬ 
pletely so that they start firing 
on the rest of your squad. 

You might have just set 
up your first base and be 
happily cruising to your 
first alien intercept, but 
the Aquatoids, the first 
of the alien races that 
you’ll encounter, will 
have no qualms about 
using their psionic 
abilities to thwart your 




attacks. This obviously makes things a 
lot harder and although it’s initially frus¬ 
trating, it means that you can’t afford to 
hang around in one place. If you keep 
moving you’ve got a chance. 

Visually, TFTD is very nice. The blue- 
green backgrounds are very pretty and 
the system is realistic enough that 
the deeper you go, the darker it 
gets. There are a wide variety of ter¬ 
rain types in the game too and so 
you can find yourself battling 
through the wreckage of sunken 
aircraft, wandering through the 
ruined pyramids of Atlantis or even 
defending the port of San Francisco 
from a Deep One attack. Thankfully, 
TFTD has retained some land-based 
missions and this in itself throws up 
some interesting tactical problems — 
most of your weapons are designed for 
underwater use and things like the tor¬ 
pedo launcher and the gas can¬ 
non don’t function on land. 

But when you’re in the 
water, the weapons are very 
effective. Harpoons and tor¬ 
pedoes leave wakes when 
they travel through the water 
and the overall quality of the 
sprites and the incidental anima¬ 
tions on the backdrops (i.e. boiling 
lava, flashing control panels, air bub¬ 
bles, etc) are much better than before. 
The music isn’t anything to write home 
about, although it’s quite moody and 
atmospheric, but the sound effects are 
massively understated, little more than 
a couple of whooshes, the odd bang and 
some screaming from the local populace 
when the aliens terrorise the shore. 
Perhaps they’ll be some digitised 
speech in the CD version. 

So what’s the verdict? Well, initially I 
thought that TFTD was exactly the same 
game, but with some different graphics 
and a brand new soundtrack. But the 
more I played it, the more I saw that 
there are subtle, tactical differ¬ 
ences. Obviously this won’t make 
a jot of difference to you if 
you’ve haven’t played UFO 
before, but I have played it, 
and although I was a late 
convert, I can honestly 
say it was one of the 
best games I played last 
year. As for TFTD, if you 
haven’t played UFO 
before then, as I mentioned 
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(Above) studying the helpful X-COM graphs 
allows you to pinpoint the areas of alien 
activity so you can build new bases. 




earlier, this is a stunning strategy 
game, perfect in every way. If 
you’re an X-COM veteran, you 
shouldn’t be disappointed but I’m 
afraid that I can’t guarrantee it. 

I think there’s enough of a differ¬ 
ence, both graphically and strate¬ 
gically, to defend the score that 
I’ve given the game. I like it, and 
if hardened UFO fans are disap¬ 
pointed with it, then we’ll just have to 
differ. TFTD isn’t a whole new game, 
that’s true, but it’s not the glorified data 
disk that I feared that it was either. 
MicroProse listened to the criticism of 
the first game, and with TFTD it has built 
and enhanced the original game engine. 

If you’re desperately in need of 
another UFO fix, then TFTD will provide 
you with a huge amount of entertain¬ 
ment for your money. Unlike many 
games, it’s the sort of thing that you can 
play for months before you even get 
close to finishing it. 

It may not be the most original 
sequel ever to appear, but if you missed 
out on the delights of UFO, why not take 
command of the Baywatch branch of X- 
COM and take the plunge against an 
even tougher alien threat. Despite my 
earlier misgivings, TFTD is a worthy 
sequel and a formidable challenge. It’s 
not the kind of game that causes jaw- 
drop and shirt-dribble, but I think it’s 
destined for cult status nevertheless. 
And sometimes, you can’t get a /^\ 
higher accolade than that. 



The UFOpaedia contains all the information 
that you gather throughout the game. Not 
only can you view your own facilities but you 
can use it to study the aliens, their weapons 
and the subs that they travel in. 



(Above) Although X-COM has about $6 mil¬ 
lion to spend per month, it soons drains away 
as you hire soldiers and buy new weapons. 




THE GOOD... 

• If you thought UFO was difficult, 
TFTD is sometimes impossible. 

» The bluey-green graphics and the 
animation is excellent. 

• It’s a game that’s great value for 
money, because you’ll still be playing 
months later. 

...AND THE BAD 
































































Superfrog bounds through a winter wonder¬ 
land — watch out for flying snowballs! 

the required symbols up in the right 
order and you win extra points which 
you can go on to gamble for extra lives 
and even handy level codes — admit¬ 
tedly, this bit is quite a nice touch, but 
after the first few attempts, all interest 
wanes fairly rapidly. 

Hokey kokey, there’s the basics, now 
what’s it really like? Well, as you may 
have gathered from my earlier com¬ 
ments, I’m hardly enamoured by this 
game to say the least. But why, you may 
ask? Are you sitting comfortably? Then 
I’ll begin: 

The graphics are appalling on the PC 
— resembling the Sega Master System 
on a bad day with uninspired sprites, 
horrendously simplistic backgrounds 
and inadequate, very ordinary anima¬ 
tion. The story-line sucks big lemons 
and the humour — a so-called big sell¬ 
ing point — isn’t funny at all. The hero is 
pixelly and far too small while the 
sprite-detection is nothing short of 
chronic. Finally, the gameplay, although 
quite fast-paced, is dated, repetitive 
and ultimately very, very boring. You 
can’t accuse the game of being too easy 


David Upchurch gets 


into some serious frog 


kissing — not to find a 


Prince, but because 


he*s got a bit of an 


amphibian fetish... 


but such is the nature of the password 
system that you’ll find yourself replay¬ 
ing the first few levels over and over 
again which gets extremely frustrating 
all too soon. 

All in all. Superfrog is froggy by 
name but a bit of dog by nature. It might 
have caused a splash when it emerged 
on the Amiga, but as a platform con¬ 
tender on the PC it’s a joke — play it as 
much as you like but it isn’t gonna 
transform into a Prince. Ever. \^/ 


SUPERFROG 


Team 17/In-House 


(0924)385903 


£1 9.99 Out No w 

MINIMUM SPEC 


25MHz 386, VGA, 2Mb RAM and 3.5Mb 
of hard disk space. 


ALSO SUPPORTS 


Gravis Ultrasound and Sound Blaster 
soundcards. 


efore Aladdin and 
leapt onto 
the scene late last 
year, finding a decent platformer on the 
PC was like trying to find a bogie in 
your left armpit. So converting 
Superfrog to the PC from its year-old 
Amiga counterpart to get in on a fairly 
untapped market was a pretty inspired 
idea of Team 17 ’s then eh? Er, actually 
no, not really. 

The scenario tells the touching if 
rather unfeasible story of a Prince who 
has been turned into a frog by 
a witch after falling in love 
with a gorgeous Princess. 

This jealous old baggage 
then whisks the presum¬ 
ably beautiful Princess off 
to some far away land and 
bangs her up in a“ 
suitably impreg¬ 
nable tower. 

Determined to 
wallow in self-pity, our 
froggie hero wanders down to his 
favourite stream to drown his sorrows in 
a bottle of finest Vimto. But lo and 
behold, something’s afoot, the bottle 
contains a magical potion and, after one 
giant froggie gulp, some minor explo¬ 
sions and a good few burps, our 
amphibian prince transforms into 
Superfrog, superhero extraordinaire 
with a dinky red cape, mega strength, 
speed and courage and the best jump 
your going to find this side of Watford! 

The game begins with you leaping 
into our young green-skin’s specially 
designed frog-o-matic tights and tra¬ 
versing the various landscapes in a bid 
to rescue your lady love and batter the 
wicked witch Margaret (Margaret?) into 
a gooey, gelatinous pulp. 


But the course of true love, naturally 
enough, doesn’t run smoothly and ol’ 
bulgy eyes must conquer all manner of 
hardships en route to the snog which 
may or may not restore his Princely form 
(we wouldn’t want to give the ending 
away, now would we?). 

Starting off in the Magic Woods 
you’re confronted with the staggeringly 
unoriginal task of fending off baddies 
like bees, hedgehogs and snails; climb¬ 
ing hills and trees; uncovering absurdly 
obvious secret tunnels and, of course, 
topping up your super powers with 
speed-up, slow-down, extra points 
and bottles of Lucozade that 
build up your energy. 

Other collectible bonuses 
include frog wings for bigger 
jumps, invisibility where you’re 
confronted with the hilarious 
sight (add heavy irony as 
required) of frog-face disappearing, 
leaving just his eyes on show and baby 
frogs in bubbles which you can use to 
shoot the occasional hovering bird or 
bee. Your backside too, is a handy 
weapon, and it can be used in a useful 
bottom-bouncing fashion on most foes. 

The aim in the first few levels is to 
collect the required number of coins 
within the time limit which gets more 
stringent as the game progresses. From 
the Magic Woods you progress onto five 
further worlds including Ice Land, 
Pyramids and Flaunted Castle, all of 
which contain around four levels each. 

After every level you can gamble 
your the points collected in the bonus 
room where you’re confronted with a 
huge, prize-giving fruit machine. Match 



Keep Superfrog away from water because this is one green amphibian who can’t swim. Watch 
out for the killer fish too — they aren’t red herrings! 


Superfrog’s journey begins in lush green 
pastures and ends in icy wastelands. Brrr... 


THE GOOD... 

• It’s fairly fast-paced action. 

• It’s certainly not too easy 

• Er... um... The frog’s cloak is a lovely 
shade of red. 

...AND THE BAD 

• Dull, unoriginal and dated game- 
play means that boredom rears its ugly 
head after only a few levels. 

« The graphics are, quite frankly, 
crap and should never have been seen 
on the PC. 

« Ultra-naff storyline and unfunny 
funny bits. 
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n five years of review- 
ing software, I have 
never known a game 
to spawn so many clones. The game in¬ 
question is, of course. Doom (I groan 
every time the damn thing is mentioned 
now), and it’s got to the ludicrous stage 
where you can’t walk into a software 
store without being bombarded by 
thousands of inferior copies in some 
shape or form. And the saddest thing 
is, most of them aren’t even worth the 
disks they come on. 

Descent is different though. 
Although similar in style to ID’s game 
(i.e. it’s a 3D shoot-’em-up), Interplay’s 
offering breathes new life into an 
almost-stale genre by replacing the cus¬ 
tomary gun-totting soldier with an agile 
skimmer capable of flying through 
Descent’s twisting texture-mapped tun¬ 
nels at great speed. It’s not as conven¬ 
tional as walking along the ground, 
knee-deep in gore, because in Descent 
there’s nothing to stop you from flying 
upside down or on your side — in fact, it 
sometimes helps! 

The game is set in vast underground 
mining complexes plagued by rebelling 
robots. The droids patrolling each com¬ 
plex’s labyrinth-like passageways 
appear in various shapes and sizes, 
packing anything from weedy laser can¬ 
nons to high-powered plasma blasters. 
Depending on the difficulty setting 
(there are five to choose from, ranging 
from rookie to ridiculous), the robots 
either linger in the open before occa¬ 
sionally firing or, in rock-hard ‘insane’ 
mode, jink to avoid your shots and 
unleash streams of laser bolts before 
dashing for cover. 

The skimmer is controlled using a 
combination of joystick and keyboard. It 
can move in any direction, hover on the 
spot and also slide from side to side 
which makes strafing and dodging 



(Above) Make sure you’ve planned your escape route before you destroy the generator. 
(Below) To rescue the stranded hostages, just fly past and pick ’em up. 



incoming fire much easier. It’s equipped 
with primary and secondary weapon 
pods, lasers dumped in the first and 
missiles squeezed into the latter. 

Continuous laser fire is restricted by 
the skimmer’s limited energy source, 
which depletes each time the cannon is 
fired. Additional power cells can often 
be found in the wrecks of enemy craft, 
while the glowing energy centres pro¬ 
vide on-the-fly refuelling simply by glid¬ 
ing through the tunnel. 

The skimmer’s protective shields 
provide protection against enemy shots, 
and again brightly-coloured pods can be 


found to replenish any damage sus¬ 
tained. Should your ship’s shield level 
dissipate completely, you lose one of 
your three lives and you have to restart 
the level from the beginning. While, 
mercifully, any enemies previously 
destroyed don’t regenerate, any power- 
ups previously collected are automati¬ 
cally lost, although they can be 
reclaimed by speedily returning to place 
of your earlier demise where they can 
be found bobbing gently in the air. 

Shield and energy top-ups are by far 
the most common bonus, although the 
familiar weapon power-ups and smart 


(Above) This glowing corridor is a refueling 
room, useful for topping up your weapon’s 
energy source on-the-fly. 

(Below) Descent features 30 levels, which 
can be played in both solo and multi-player 
mode via either a serial link or network. 



...Oh, you know what it like. It’s that 
bloody Doom game again. But for 
once. Descent’s novel and exciting 
approach raises it high above the sea 
of feeble Doom-clones already swamp¬ 
ing the PC. Mind you, there’s denying 
that ID’S game is still brilliant — if you 
haven’t already got it, why not? 



Class 1 Drone Class 2 Drone Medium Lifter 

Weak ’n’ puny, these are smalt fry. Tougher, with rapid-firing blue lasers. Watch out for the deadly spikes on this one! 

Descent’s meanies go from bad to worse — 
the Drones attack in swarms but are individu¬ 
ally puny, white the thick-skinned hulks and 
Spider droids are armed to the teeth. 



Going 

Underground 
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Bonus Basement 



Energy Top-Up Concussion Missiles 


Grab the glowing stars to Inaccurate but extremely 
add life to your lasers! awesome — nuke ‘em! 



Vulcan Cannon Homing Missile 


This gatling gun eats ammo Fire-and-forget missiles 
like there’s no tomorrow. make life so much easier. 



Proximity Bomb Spreadfire Cannon 

Drop one of these babies and Energy-sapping, but the 
run like hell! three-shot burst is great! 



(Above) Descent’s 3D automap may look 
complex but it is in fact vital for negotiating 
the winding, ‘bot-infested tunnels. 

(Below) Having destroyed the generator, 
quickly make good your escape. 

(Bottom) Like Doom, the strafe key proves 
invaluable for taking out enemies hiding 
behind corners — nip out, blast, nip back in! 



Small Hulk 

The hulks are heavily armoured but slow. 


bombs can be found providing you look 
hard enough. You see, most of the 
heavy artillery is hidden away in the 
countless secret rooms, which are often 
discovered by luck or by searching the 
walls for faint marks and inconsisten¬ 
cies in their texture. 

The introductory low-powered laser 
can be beefed up to the sexier Quad 
laser that, obviously, fires four blasts 
instead of two. The rapid-firing Vulcan 
cannon is hungry on ammo but is per¬ 
fect for engaging swarms of enemies, as 
is the Spreadfire cannon which fires a 
burst of three shots each time it’s fired. 
But these are all small fry compared to 
the Plasma Gun and its even bigger 
brother, the Fusion Cannon, which hurls 
an enormous ball of energy capable of 
wiping out a room full of robots in a sin¬ 
gle shot! Drawing power directly from 
the skimmer’s reactor, this monster 
saps energy like there’s no tomorrow, 
so a few successive shots is about as 
much as you’ll get from this baby. 

There are also one-shot weapons, 
like the unguided Concussion Rockets 
and more effective Homing Missiles. 


Medium Hulk 

BIG guns, THICK armour — run away! 


Proximity Bombs are dropped and 
explode when approached, so are excel¬ 
lent for stopping a pursuing enemy ship, 
while the Smart Missile fires a bomb 
which splits and sends explosive shrap¬ 
nel in all directions — launch one of 
these babies in a enclosed chamber and 
the result is devastating! The Mega 
Missile is the most destructive weapon 
in the game — do the words ‘nuclear’ 
and ‘warhead’ ring any bells? 

While lasers are best-suited for elim¬ 
inating enemy ‘bots, the missiles are 
best left for the main reactor, which 
must be destroyed to successfully com¬ 
plete each mission. The reactor, a cylin¬ 
drical tower protected by gun turrets, 
can withstand severe punishment 
before exploding violently. Once it’s 
destroyed, you then have just a few sec¬ 
onds to escape — fail to find the exit 
and it’s game over. The 3D automap will 
provide the perfect escape route, but all 
the while you’re glancing at the screen, 
the reactor’s nearing melt-down. 

In all, Descent is jam-packed with 30 
massive levels which can be played in 
both solo and multi-player modes, via a 
serial or network link. As with all multi¬ 
player games the addition of human 
competition is well-received — gloating 
to your best mate rather than a comput¬ 
er opponent is much more fulfilling! 

As you’d expect, the complex mazes 
of textured-tunnels are fairly processor- 
hungry, and although Descent will run 
on a 33MHz 386 ,1 recommend at least a 
486SX to get things running smoothly. 
The display size can be decreased to 
speed the game up, but who wants to 
play on a screen the size of a postcard? 
On the same note. Descent will run full¬ 
screen perfectly well on a Pentium — 
but then it bloody well should on a 
machine costing over £1500! Even so, 
whatever machine you’re playing 
Descent on, the feeling of disorientation 


Spider Droid 

Well ‘ard — use your concussion missiles. 


as you corkscrew through a labyrinth of 
shafts leading in every direction is awe¬ 
some — far better than climbing stairs 
and falling down pits in Doom. 

In fact. Descent has all the features 
that made Doom so brilliant and, while 
slick 3D graphics, frantic gameplay and 
the all-important multi-player mode 
have all been seen before, the fact you 
can move up and down (rather than just 
left and right) adds a totally new dimen¬ 
sion to the game in every sense. 

Although not quite as frenzied (and 
certainly not as gory) as Doom, Descent 
is a refreshing alternative to the myriad 
of uninspiring 3D blasters currently 
plaguing the PC. Technically impressive 
and invigoratingly original, at last 
there’s an worthwhile alternative 
to ID’S blood-bath. 




















Pinball Wizard Alex 


Simmons takes to the 


table in the flippin’ 


great Psycho Pinball. 


inball afficionados 
will always maintain 
that no computer 
game can ever be as good as the real 
thing. Accurately simulating the glow 
of the lights, the rattle of the flippers, 
the blare of the music — it just can’t be 
done. Well maybe they’re right, but 
Psycho Pinball is about as close as 
you’re gonna get — and you don’t have 
to pump in pound coins each time you 
fancy a game. 

Although the PC is already blessed 
with a few pinball games, I personally 
didn’t find any of them that entertain¬ 
ing. Epic Pinball and Pinball Dreams are 
enjoyable for a few hours but both lack 
the variation and features needed to 
ensure lasting appeal. Psycho Pinball 
breaks the mould by featuring four 
tables, each with loads of bonuses, haz¬ 
ards and video sub-games. Also, for the 
first time in any PC pinball game, there’s 
a multi-ball feature, where up to three 
balls can be in-play simultaneously. 

Of the four tables, the main Psycho 
table is the most unique as, during play, 
the other three tables can be accessed 
by shooting the ball into the relevant 
slots. Even so, each table is separate 
game in its own right as they’re all indi¬ 
vidually themed and include different 
bonus games and features. 

The Abyss is a wet-’n’-wild undersea 
^ table and has two pairs of flip- 

pers, one at the bottom 
and the other half-way 
up. A central volcano 
awards prizes including 




Shoot the ball into the bank to get the jackpot on the Wild West table 
and use the top-left flipper to get the Rodeo skill shot. 


The jackpot is unlocked by dropping the ball into the volcano, but to 
play the dot-matrix sub-games, shoot the pipes at the top. 


the jackpot, and various sub-games are 
accessed through two pipes at the top 
of the table — Fast Fishing and Blubber 
Belly are both played on the dot-matrix 
scoreboard and can be extremely 
rewarding if played skilfully. 

Dropping the ball in one of two side 
vents initiates multi-ball with a differ¬ 
ence — the first ball is spat from one 
vent to the other while another is 
thrown into play, so there’s two balls 
bouncing around at the same time. 

Flowever, it is on the Trick Or Treat 
table that the unique multi-ball appears. 
Successfully shoot three balls into the 
ball-lock and all hell breaks loose as 
you smack the flippers furiously trying 
to keep all the balls in-play and score 
some big-league points. Trick Or Treat’s 
score panel sequences include a shoot¬ 
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ing gallery-style game and Escape From 
the Crypt, a sort of ‘Simon Says’ where 
you must match the computer’s number 
sequence to break free from the LED 
coffins and snatch the prize. 

The Wild West is one of the fastest 
tables in the game, and again includes 
the excellent multi-ball as well as three 
bonus games. Black Jack is a simple 
game of 21; Fli-Lo is, erm, guess if the 
next card is, urn, higher or lower to win; 
and to win points in Dodge The Express 
you have to, er, dodge the Express. 

All the tables have the usual ramps 
and hazards, plus loads of bumpers, tar¬ 
gets and traps. Up to four players can 
compete in any one game, and there’s 
also a two-player simultaneous option 
in which competitors take control of one 
flipper each, the points being added to 
the score of the player whose flipper 
last hit the ball. 

In terms of presentation. Psycho 
Pinball is every bit as good as you’d 
expect from a pinball game. The tables 
are bright and vibrant, the scrolling is 
smooth and the sound effects are spot 
on — there’s even loads of rendered 
animations between tables. However, 
it’s the game’s tremendous playability 
that makes it simply the best 
‘pinny’ game on the PC. 
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David Upchurch is a 
big, hairy, hard- 
drinkin’ brute, so it 


75 % 


THE GOOD... 

* Good fun. 

• A nice variation on the Civilization- 
style game. 


...AND THE BAD 
« Don’t even think about it unless you 
own at least a DXz. 

• Not overly original, 
f Yup, it’s those dull, antiquated map 
graphics again. 


Unlike Civilization, when you attack a town or monster you get bunged into this lovely combat 
screen. This quest, which involves killing the large dragon-like beastie here, is a bit of a 
toughie: one false move and you’re toast. 


Troops can be recruited from your home town 
— though there are a finite number of men 
available, so don’t waste 'em. 


Hey, never mind the crappy graphics, just 
feel the quality of the gameplay... 


become the all-powerful Hammer Of The 
Gods — and this takes some doing. 

The idea is to brown-nose your way 
to supremacy by performing a series of 
tasks set by various Norse gods. Like 
life itself, you start at the bottom and 
work your way up. That means complet¬ 
ing quests for the tiny little godlings 
nobody’s even heard of before eventual¬ 
ly working your way up through the mid¬ 
dle management (Loki, Heimdall and so 
on) to the boss man himself: Odin. 

Early quests are easy — you might 
have to give away your daughter’s hand 
in marriage or line a god’s pockets with 
your wealth. On the other hand, really 
important lads and lasses such as Thor 
or Frigga (stop tittering at the back) 
demand a lot, such as polishing off a 
rival’s capital city or indulging in a bit of 
giant slaying. Anyway, that’s the basics 
of it, so on with the game. 

First of all you have to choose your 
race. You could be unoriginal and plump 
for the humans, but you also have the 
option to lead the elves, the dwarves or 
the trolls. The race you eventually settle 
for affects the game quite a bit, because 
each race has its own separate set of 


quests. Elves, being ecologically friend¬ 
ly, airy-fairy types, tend to get quests 
that involve founding colonies and 
increasing population size. Trolls get to 
beat up the other races a lot. Dwarves, 
who for some reason, seem to like gold, 
need to build up their wealth, and 
humans do a bit of everything. 

That’s the interesting bit. The rest of 
the game is just like Civilization: explore 
the world, kill the other races and form 
alliances. ‘Nuff said. The only real differ¬ 
ence is combat, which takes place in a 
seen-from-the-side type of view and 
involves a lot of turn-based moving 
around and shooting. 

None of this is bad — you could do a 
lot worse than try and emulate what is 
arguably the greatest game ever. 
Unfortunately, there’s just one problem. 
The artificial intelligence is so elaborate 
that, unless you own a Pentium or DX4, 
you’ll have to wait absolutely ages in 
between turns. I’m not talking 30 sec¬ 
onds here, either; I’m talking five min¬ 
utes plus on a 33MHz 486DX. 


And the longer the game goes on, 
the more you have to wait. At the start 
of the game you won’t be twiddling your 
thumbs for more than a few seconds, 
but by the time you reach Odin’s quest 
(if you’ve the patience, that is) you’ll be 
sat there like a lemon for about ten min¬ 
utes. Other games of this type (Civ, 
Colonization, Master Of Magic, etc) 
don’t have this problem, so why should 
Hammer Of The Gods? Although this is 
an entertaining game, avoid it if you 
have anything slower than a DX2. 
Otherwise, be my guest. 


HAMMER OF THE GODS^ 


|US Gold/New World ComputingI 
(0121) 606 1800 
£ 39.99 Out No w 

MINIMUM SPEC 


50MHz 486, VGA, 4Mb RAM, CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


Sound Blaster, Ad Lib and Roland 
soundcards. 


hen Hammer Of The 
Gods fell out of the 
originality tree, it 
failed to hit any branches on the way 
down. Load it up and the first thing you 
think is “My Godl I must’ve fallen into a 
strange galactic worm-hole which has 
transported me back to 1991! Help!” 

Yes, it’s true: Hammer Of The Gods 
does bear a striking resemblance to a 
certain seminal strategy game that 
appeared in that very year. The words 
“Civilization” and “clone” spring to 
mind. Primitive map? You got it. Little 
square pieces to move around the map? 
You got them, too. But wait, it’s got 
Vikings in it. Oh, that’s all right then. 

Actually, although the game looks a 
lot like Sid Meier’s almighty homage to 
the ascent of man, it isn’t entirely deriv¬ 
ative. Sure, you’re put in charge of a 
race of people and your goals include 
exploring the world, duffing up your 
rivals and founding 
colonies. Pretty 
standard fare. But, 
as it happens, that 
isn’t your main aim. 
Your main aim is to 
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Dean Evans avoids 


John Motson and 


shouts from the touch- 


line in Gremlin’s 


newest in-depth footy 


management game. 




ffWWWWWW 


^’f 


□□(□I 
OIOI 


If you don’t want to pay big bucks for a play¬ 
er, ring up the clubs to see who’s available. 
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The isometric-sD pitch isn’t the prettiest thing you’ll overcome across, but if you slow down 
the game speed, you can discover whether your carefully planned tactics are actually working. 


IS 

ootball management 

games have always 
been popular on the 
PC — the fact that Gremlin’s latest 
Premier Manager game now has a ‘ 3 ’ 
after it should be proof enough of that. 
Much of this success is probably down 
to the fact that some people think that 
they could manage a football league 
team better than the professionals. “I 
wouldn’t have sold Andy Cole for £7 
million — Keegan’s lost his head!”, 
shout the sceptics in the local pub. 
“Why doesn’t Terry Venables give that 
Chris Sutton a chance?” implore the 
tabloids. It’s very easy to throw stones 
when you’re not actually standing in 
the glasshouse. 

So if you’ve ever shouted “My 
Granny could do better than that!”, or 
you’ve tried one of those fantasy foot¬ 
ball things in the newspapers, then 
Premier Manager 3 is a real chance to 
put your so-called management skills to 
the test. What do you do when you’re 
down 3-2 and there’s 15 minutes left to 
play? Do you cross your fingers and 
hope your team score? Do you change 
the formation and chuck everybody into 
a last-gasp attack? Or perhaps you 
should bring on a fresh pair of legs to 
see if you can nab an equaliser in the 
dying seconds? 

In PM3 you have to face this sort of 
problem a lot. The game puts you in 
control of a lowly Vauxhall Conference 
club and it’s then up to you to take com¬ 
mand, chuck out the dead wood and 
soar up through the divisions to the 
dizzy heights of Premiership glory. If 
you’ve played Premier Manager 2, then 
you’ll be instantly familiar with the 
basic game mechanics, but although 
PM3 looks pretty much the same as its 
predecessor, there are some notable 
improvements and tweaks that make it 
arguably the best football management 
game on the PC. 

Like most other football manage¬ 
ment sims, PM3 is a typical ‘juggle-the- 
stats’ game, because in addition to 
training your players and picking team 
formations, you’ve also got to improve 
your stadium, sell advertising space on 


your sponsorship boards, set ticket 
prices and shrewdly balance the club’s 
budget. Although it’s important that 
your team is successful, PM3 is also a 
business simulation, so there’s no point 
buying eight new talented players if you 
haven’t got pockets deep enough to 
keep the club in hot dog sausages after¬ 
wards. As always, there’s a fine balance 
to be struck, and it’s precisely this 
strategic element that makes Premier 
Manager 3 so addictive. 

And it’s this addictiveness that’s 
hard to explain. PM3 doesn’t boast Full- 
Motion Video or Gouraud-shaded graph¬ 
ics, and simulating the day-to-day run¬ 
ning of a football club doesn’t really 
sound too exciting. But if you play the 
game properly — and by this I mean 
without saving your position before 
each important cup tie so you can replay 
it if you lose — winning your division 
while coping with miserly directors, 
injured players and the FA who keep 
demanding that you spend £100,000 on 
ground safety, is a very tall order 
indeed. It’s the sort of challenge that 
can keep you playing late into the night, 
the “I’ll just have one more game and 
then I’ll go to bed..” scenario. 

At first glance, Premier Manager 3 
looks fairly complicated, but it’s very 
easy to pick up and the icon-based 
interface makes running your club very 
simple. There are so many features in 
the game that, apart from messing 
around with this month’s cover-mount¬ 
ed demo, probably the best way to 
explain how PM3 works is to quickly set 
up a team and play a few matches. 

Let’s say you want to manage 
Macclesfield Town, for example. Before 
you even strap on your Predators for 
your first professional match, you’ve got 
to hire the backroom staff (the head 
coach, a physiotherapist, a scout, etc) 
who will help ensure the smooth run¬ 
ning of your club. 

The physio’s role is self-explanatory, 
as is that of the head coach. The scout 
(you can hire up to four) can be used to 
spy on your opponents tactics, to search 
for players of a certain rating or to pro¬ 
vide a full report on a club and its play¬ 
ers. Additionally, you can also hire spe¬ 
cific coaches to train players in the four 
main skills — handling, tackling, pass- 
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...On The Ball. No matter whether you 
pick the League or the World Cup edi¬ 
tion, Ascon’s 0TB is probably the only 
other football management game 
that’s worth taking a look at. It’s got 
all the features you’d expect to find — 
transfer lists, ground improvements, 
training, etc — but it uses some rather 
attractive watercolour-style graphics 
to depict the all-important Saturday 
afternoon match action. 


ing and shooting — and you can hire a 
youth team coach to encourage home¬ 
grown talent. Lastly you can hire an 
assistant manager, which allows you to 
delegate some of the more mundane 
day-to-day tasks; organising training 
schedules, checking the sponsorship 
boards, dealing with injured players, 
that sort of thing. 

Once you’ve hired your staff, green- 
lighted any ground improvements and 
checked the sponsorship boards, you 
can take an in-depth look at your team. 
Each player in PM3 has a number of per¬ 
centage ratings which tell you how good 
they are in the four basic skills and how 
good their heading, ball control and fit¬ 
ness is. For example, if you’ve got a 
goalkeeper with a handling skill of 42, 
he’s going to save more shots than a 
bloke with a rating of 35. Likewise a 
striker with a shooting skill of 52 will 
probably stab in more goals than a for¬ 
ward who can only muster a 37. It’s a 
system that’s very easy to get the hang 
of, and as you progress through the 
game, you can chop and change your 
squad around to improve your team’s 
overall effectiveness. 

You can add to your squad in three 
ways. Firstly you can dabble in the 
transfer market, paying big money for 
players who have been put up for sale 
by their clubs. Secondly, you can ring up 
the clubs individually to try and poach 
players from them — this method is 
especially effective at the beginning of 
the season, when you can nab players 
who are out of contract and get a talent¬ 
ed player for a bargain-basement price. 
Lastly, you can loan players from better 
teams, which allows you to improve 
your side temporarily if you can’t scrape 
together the cash to buy a new plant 
pot, let alone a £90,000 midfielder. 

When you’ve assembled your dream 
team, you can then pick a formation and 
customise your playing style. One of the 
new features in PM3 is the way that you 
can alter the individual team tactics. 
Within an individual formation, let’s say 


4-4-2, you can specify whether a player 
runs more than he passes, set the dis¬ 
tance he shoots from and fix where and 
how high he directs his passes. 

For example, you could instruct your 
wingers to knock high balls into the 
middle of the pitch, while a striker can 
be told to run 80% of the time when he 
has the ball and only to shoot from 
short range. If this wasn’t flexible 
enough, you can also adjust the posi¬ 
tions of the players in any of the forma¬ 
tions, choose which of your players will 
be captain and who in your team will 
take the free kicks. 

After all this, when you’ve bought 
and sold players, tweaked your forma¬ 
tions, set your ticket prices and upgrad¬ 
ed your ground, it’s time to see whether 
all your meticulous planning actually 
does any good out on the pitch. Football 
management games are notorious for 
their unimaginative game graphics, and 
while PIVI3 isn’t exactly stunning, the 
isometric-3D view of the pitch allows 
you to see exactly what’s going on and 
whether or not your carefully planned 
tactics are the work of an inspired foot¬ 
ball genius or of an amateur who has no 
idea what’s going on. 

Although the graphics are a far cry 
from those in On The Ball, they’re much 
more functional as you can actually see 
your tactics in action. In fact, together 
with the tiny illustrations and the digi¬ 
tised sound samples (from a football 
commentator, no less), they actually 
work much better. Besides, the graphics 
in Premier Manager 2 stretched to a lit¬ 
tle ball that moved left and right along a 
small, brown line, so really anything 
that looks vaguely football-like is a mas¬ 
sive improvement. 

I’m afraid that I’m a sucker for the 
Premier Manager games, so it’s no sur¬ 
prise that I think Premier Manager 3 is a 
superb game that will keep you occu¬ 
pied for months. You can play it in any 
number of ways, taking the Blackburn 
route (i.e. buying success) or the Crewe 
Alexandra route (i.e. developing your 
youth squad then selling them off for a 
huge fat profit). Likewise you can play 
PM3 on a variety of levels. You can 
spend hours tweaking individual ratings 
and player positions after every match, 
or you can just find a formation that 
seems to work and stick with it through 
thick and thin. 

PM3 never overwhelms you, and 
while it’s not what you’d call easy, it’s 
not altogether impossible to win the 
Conference first time and move up into 
the Endsleigh League. All in all, it’s a 
comprehensive and absorbing game. 
The gameplay will probably become a 
touch repetitive by the time you reach 
the Premier League, but by then you’ll 
be able to cram your team with million 
pound players and compete for Euro 
honours with the likes of Blackburn, 
Newcastle and Manchester United. Ooh- 
ahh Premier Manag-er! Come on and 
play it if you think you’re hard 
enough... 


Playing friendlies at the start of a season can give you an indication of your team’s form. 


You can adjust the positions of your players, 
where they pass, how hard they tackle, etc. 


PREMIER MANAGER 3 


Gremlin/Realms Of Fantasy 


(01742) 753423 


£34.99 Out Now 


M N MUM SPEC 


Nabbing players who are out of contract is 
a very cheap way of bringing some decent 
talent to your club. 


Everything in PM3 is controlled using a 
very clear and simple icon interface. 


25MHz 386, VGA, 4Mb RAM, 5Mb of 
hard disk space and mouse. 


Sound Blaster, Ad Lib, Roland and 
Sound Canvas soundcards. 


THE GOOD.,. 

• Superbly comprehensive football 
management game. 

» Okay, the match graphics aren’t 
worth making a song and dance about, 
but they’re not all bad. 

* Lots and lots of features. 

...AND THE BAD 

The music really gets on your 
nerves (although you can switch it off). 
41 You can’t view the other league 
tables. Why Gremlin? Why? 
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Wycombe Wanderers in all their glory. 
Championship contenders or what? 

















































































SfiiikTions alwEy: 


eti, to review the rea 


rubbish, so why should 


today be any different? 


if 

f it ain’t broke, don’t 
j fix it. What I mean by 
this is that if software 
companies are going to produce a 
Doom-style game, why not stick with 
the original, friendly and 
familiar Doom 
controls? SSI’s 
‘homage’ to ID’S 
classic could 
have been a 
fairly good 
game were it 
not for a particu¬ 
larly horrible set 
of controls which 
make it almost 
unplayable. 

And that’s the game’s 
main problem. The term ‘user- 
friendly’ is not one that could be 
honestly applied to CyClones. You 
see, not only do you have to use the 
keyboard (the numeric keypad is the 
default control for the moving around 
stuff) but you also need to use the 
mouse (for firing weapons and opening 
doors) as well. Talk about awkward. 

Let’s start with a look at some of the 
nice comments printed on the back of 




the box: “A streamlined interface allows 
for quick access to weapons and 
inventory.” Crap. The interface is 
cumbersome and extremely diffi¬ 
cult to get to grips with. Next. 

“An on-line tutorial prepares 
you for combat.” Nice 
idea, guys, but perhaps 
we wouldn’t need a tutorial if the 
controls were any good. 

Okay then, how about: 
“Multiple missions with variable 
difficulty settings give players of 
all experience levels a fair shot at 
CyClones.” Utter driv¬ 
el. After dying for 
the fifteenth time 
on the first level 
(gameplay set to 
easy) I was 
ready to throw 
in the towel — 
all due to that 
diabolical 
interface. And 
finally, the coup-de- 
grace: “A multimedia 
experience that’ll blow 
you away!” Good gridf! 
Do I detect a slight hint of exaggeration 
here? CyClones is no more than a sub¬ 
standard Doom-clone with some pretty 
cut-scenes. Get the picture? 



Right, that’s my whinge out of the 
way. A pretty big whinge, given the 
nature of the problem, but there 
you have it. So does CyClones 
have any redeeming features at 
all? Well, the graphics aren’t 
too bad. Not as good as 
Doom or System Shock, but a 
damn sight better than 
GameTek’s Corridor 7 or 
Merit’s Dr Radiaki. Thank 
heavens for small mercies. The 
sound effects could have been meatier, 
but the music’s alright, in a ravey sort of 
way — it complements the action well 
enough. But then, of course, this is sup¬ 
posed to be “a white-hot multimedia 
explosion!” according to the back-of- 
the-box blurb. 

The gameplay itself, control system 
aside, is run-of-the-mill ‘shoot the mon- 
ster’-type stuff. The storyline pits you, 
as defender of the Earth (yawn), against 
some cybernetic creatures created by 
evil aliens. So basically it’s an excuse to 
shoot things and, er, that’s it. Oh, and 
you have to fly a jump jet every now and 
then — but this is a lot less exciting 
than it sounds. 

^y how, you may be getting the 
ifnpfession that i didn’t particularly like 
this game. I didn’t set out to hate it, but 
the control system (I know, I know, I 



This is you, and you’ve got cellulite. Time for 
a spot of liposuction. 


The guy in red’s an officer — they’re fast, 
intelligent and very, very deadly. 


This ugly critter is a berserker — he’s strong 
but he isn’t too bright. 


^0-(£H3-(gHSH3KEKD^ 


keep harping on about it) is just so 
dreadful that you need the patience of a 
saint to even think about persevering 
with it. If your name is, indeed. Saint 
Peter, then there are some reasonably 
varied missions to get your teeth into. 
But against competitors such as System 
Shock, Doom, Heretic and Rise Of The 
Triad, CyClones doesn’t stand a 
chance. Best forget it, eh? 
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Id Software, 
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Mass chaos erupts when militant terrorists 
take over the 
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a wall with the rocket gun 

Enemies with Ambushing 
Tactics. 


Cinematic Introduction and 
Cut Scenes. 




AVAILABLE ON 
IBM PC AND 
PC CD-ROM ^ 


REQUIRES: IBM 386 PC dr compati^l^^ 986 
recommended; 4 .MB .RAM, 1 MB harO. Arive, 
MS-DOS 5.0, CD-ROM'driver (doubleVspeed 
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ark Forces is a bril- 

liant game — a thor¬ 
oughly pant-wetting 
cocktail of guns, (not so much) blood, 
sweat and more guns. This is the stuff 
real gamers crave and RPG-playing 
woosies fear. Quite simply. Dark Forces 
kicks ass, big time! And before you ask 
the all-important question, yes, it is 
better than that id game. In some 
respects, anyway. 

But wasn’t that always going to be 
the case? Combining the gameplay of 
Doom (arguably the PC’s most popular 
game) with characters from the Star 
Wars universe is a fool-proof recipe for 
success, especially when the crack 
coders at LucasArts are at the helm. 
After all, who wouldn’t like to slip inside 
Luke Skywalker’s sweaty jock strap and 
take pot-shots at Darth Vader and his 
Stormtrooperarmy? 

But before you go fumbling for your 
light sabre, wait a moment, because you 
don’t actually get to wear Skywalker’s 
boots and use the power of the Force. 
You see, you’re not a jedi, just some ex- 
Imperial officer named Kyle Kataran 
who made a break for the Alliance. The 
Rebels need a hero — and guess who’s 
just volunteered... 

As you probably already know, Dark 
Forces is a first-person shoot-’em-up in 
which Kyle must walk, run and shoot his 
way past countless waves of enemy 
troops. But unlike Doom, Dark Forces is 
more of a structured blast rather than a 
mindless gore-fest — much more is 
made of the puzzles. Bridges must be 
moved by flicking levers, doors are 
opened by shooting switches while 
negotiating moving platforms, and 
power generators are started by finding 
the ignition card and then inserting it in 
the control terminal. “Pah — that’s kid’s 
stuff!” I bet you’re thinking, but at least 
it prevents the gung-ho gamer from 
walking straight through each level, 
auto-fire enabled, killing all in sight. 

Kyle can move freely through the 
scenery, jumping across gaps and 
crouching to crawl under ledges and 
into tiny cubby-holes. This gives the 
game a much more three-dimensional 
feel, especially as you can also look up 
and down — an invaluable feature when 
engaging Stormtroopers firing from 
platforms far above or below. 


Because Dark Forces is from the fer¬ 
tile loins of LucasArts, it comes as no 
surprise that every effort has been 
made to drag the player into an 
engrossing and authentic Star Wars uni¬ 
verse, one where you’ll recognise loca¬ 
tions, characters and other elements 
taken from the silver-screen trilogy. 
Even though Dark Forces doesn’t 
adhere to the plot of any of the three 
movies in particular, there are occasions 
when the game relates to the films. For 
instance, the objective of the first mis¬ 
sion is to retrieve the Death Star plans 
so the Rebellion can launch an all-out 
attack on the battle station, something 
which is seen at the end of Star Wars. 

Another example appears later in the 
game, when you have to edge precari¬ 
ously along narrow ledges spanning 
seemingly-bottomless ventilation shafts 
to deactivate the power generators in a 
manner very similar to Obi-Wan 
Kenobi’s nimble tip-toeing to the tractor 
beam generator during the first film. All 
the while you’re balanced on the con¬ 
crete tightrope, Stormtroopers unleash 
photon death from ledges far below, 
their brightly-coloured laser blasts rico¬ 
cheting off the wall until they finally 
strike something soft and squidgy, be it 
you or themselves! It’s this fantastic 
degree of attention to detail that makes 
Dark Forces an absolute dream to 
watch, let alone play. 

Dark Forces is a tough cookie right 
from the start. The levels are vast, 
sprawling beasts made up of cavernous 
halls and winding passages, which often 
take hours to fully explore. Because of 
this some may find Dark Forces less 
accessible and indeed not as exciting as 
Doom. This is true to some extent. 
There’s a lot of wandering around, often 
through bloody corridors strewn with 
the bodies of previously-slaughtered 
Stormtroopers. Boring... That is until 
they regenerate. Yep, throughout each 
level regeneration points ensure an 
almost-constant stream of hapless can¬ 
non fodder strolls your way, so there 
really is no shortage of action in Dark 
Forces. Phew! 

The variation and authenticity of the 
levels is impressive, as each of the four¬ 
teen scenarios is at least barely recog¬ 
nisable from one of the films. The 
Imperial installations are very clinical, 
with spotless computer-lined corridors 
connecting towering cylindrical genera¬ 
tor chambers (the feeling of height is 


The Imperial bases are crawling with Stormtroopers, who just wander around, occasionally 
shooting at walls. It has to be said, they’re not particularly intelligent. 


jabba rears his ugly head. It seems Han Solo 
isn’t the only one with a price on his head. 


Blast away at the walls and the laser bolts 
will ricochet around the room! 


Follow in the foot-steps of Obi-Wan and 
deactivate the power generator. 


Uh-oh, jabba’s guards have nicked your 
weapons so you’ll have to use your fists! 


Complete your mission and nip back to this 
baby to get the hell outta there! 


Ooh, it looks just like the bit where the 
Stormtroopers board the Rebel’s ship... 



























review 


Dark Forces* Darkest Secrets 

I f you’ve bought the CD-ROM Catch the elevator to the first floor 
Edition of PC GAMES, then by now and step out onto the platform. Jump 
you’ve probably played our amaz- across onto the ledge where you’ll find 
ing Dark Forces demo. But did you three shield power-ups and face the 
know that it contains loads of secret rock wall on the right. See the two 
chambers? No, I didn’t think so. cracks? Blow them open with detona- 

First off, you need thermal detona- tors, jump across and take everything 
tors and there’s two ways of getting from inside, including the awesome 
them. First, find the switch on the back Imperial Repeater, 
of the pillar by the circular lift to the Back up the elevator and onto the 
right of the start. Hit it and take the red platform, walk along the ledge in front 
elevator to the next floor and walk over of you and jump over the gap. Look 
to the left. Look across the gap and carefully and you’ll see another crack 
you’ll see a tiny cubby-hole full of in the wall and blast open the hole. 



goodies, jump across to get them. 

By the elevator which leads to the 
hangar bay there’s a revolving panel on 
the far wall (i). Move it by tapping 
Space, and inside you’ll find absolutely 
loads of weapons, ammo, shields and 
thermal detonators. 

Outside, examine the rocky walls for 
tiny cracks — there’s one at the very 
back of a recess (2). By lobbing a ther- 


Leap into the darkness and fumble 
around the wall, tapping Space to open 
a secret door. Activate the red switch 
inside, then the other button off to the 
right (3). This lowers the wall which, if 
you drop off the ledge, opens up a com¬ 
pletely new area of the level (4). 

Behind the blast door lurk two 
Gamorrean guards (5) and a pair of 
grenade lobbers (6), so quickly take 




mal detonator, blow a hole in the wall 
and grab the bonuses inside. 


them out before grabbing all the 
weapons, power-ups and infra-red gog¬ 
gles from the ledges (7). Strap on the 
goggles (by pressing F2), enter the 
central chamber and attack the 
\ Interrogation Droids. Grab the 
\ remaining bonuses (8). 

But now you’ve got your 
new-found weaponry, what do 
you use it on? There’s a but- 
ton on the far wall of the 
g central chamber - press it to 
m regenerate a load of 
Stormtroopers. Happy 
hunting! 


...Corridor 7 , Dr Radiaki, Virtuoso, 
CyClones, Heretic — how many 3 D 
shoot-’em-ups do you want me to 
mention? However, Doom is the only 
one really worth making any compar¬ 
isons to. ft’s the ultimate gore-fest, 
especially in the death-match multi¬ 
player mode. But if you’re playing 
alone, stick with Dark Forces. 




lievable — vertigo sufferers watch out!) 
and hangar bays filled with TIE fighters. 
The rocky cliffs seen in Level 3 are suit¬ 
ably treacherous, not just because of 
the ever-present Imperial troops but 
because one wrong step while leaping 
across the icy chasms could send Kyle 
plummeting to his, ahem, doom. 

Swarms of Stormtroopers guard 
bomb-blasted cityscapes which hold 
vital pieces of evidence which all go to 
prove the elusive Dark Troopers really 
do exist, while the pit below jabba’s 
palace is infested with giant spike-tailed 
aliens with a taste for human blood. 
Usually a well-aimed thermal detonator 
would spill their guts, but Jabba’s thugs 
have nicked your weapons so it’s down 
to your left-hook to punch the beast out 
for the count! 

Mission objectives are varied, Kyle 
first having to infiltrate an Imperial out¬ 
post where he learns of the Empire’s 
plans to build the ultimate soldier, the 
robotic Dark Trooper. From here on in, 
Kyle zips across the galaxy, tracking the 
Troopers down to their source in order 
to crush the threat before it manages to 
rear its ugly head. However, the Dark 
Troopers don’t appear until much later 
in the game, and for the time-being Kyle 
must cope with the Stormtroopers, com¬ 
mandos and Gamorrean guards which 
patrol the earlier stages. 
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The Power Of The Dark Side 

The power of the Dark Side is strong, and flows through everyone you encounter. Take a look at the many faces of the enemy. 



Imperial Probe Droid 

Although slow, the Probe Droid is equipped 
with a powerful laser rifle so watch out. 
Stand well back when you take one of these 
babies out — they go off with a bang! 


Gamorrean Guards 
Thick-skinned and naturally tough, the 
Gamorrean guards only carry battle axes so 
stay back and attack with your laser rifle. In 
close combat, they’re real pigs. 


Three-Eyed Grenade Chucker 


Stormtrooper 


These are the ugly aliens from jabba’s palace As you probably already know. 


and throw thermal detonators with surpris¬ 
ing accuracy — side-step and strafe to take 
the gits out. 


Stormtroopers aren’t particular intelligent, 
but they do carry rapid-firing laser rifles and 
there are absolutely loads of the buggers. 



Imperial Officer 

Weak and weedy, these wimps should pose 
little threat to a square-jawed mercenary. 
Just make sure you nick the ammo from their 
bloody corpses. 


Automated Gun Turret 
Now these really are a pain in the neck. 
Packing a powerful punch, fire from behind 
cover and duck back into safety when they 
turn to face you. 


Bounty Hunter 

Resembling Bossk from The Empire Strikes 
Back, the bounty hunters are one the tough¬ 
est opponents you’ll meet and attack with 
devastating mini-nukes. 


Dark Trooper 

Little’s known about these, except that they 
are big, they are rock ‘ard and they can fly. 


DARK FORCES^ 




Most of the enemies encountered in 
Dark Forces, namely the Stormtroopers 
and Imperial commandos, present little 
problem even in large numbers. To say 
they lack intelligence is an understate¬ 
ment — totally brainless is closer to the 
truth. To see Stormtroopers ducking for 
cover or dodging laser blasts would 
have been more realistic than them sim¬ 
ply aiming in your general direc¬ 
tion firing like crazy. 

Mind you, bar-room 
brawling is best left for 
dim-witted knuckle¬ 
heads, as by far the 
most effective 
method of attack is 
to grab a gun and 
start shooting. The 
initial single-shot 
pea-shooter is patheti¬ 
cally weak but it’s accu¬ 
rate and saves on ammo. 

The rapid-firing Stormtrooper 
rifle is comparatively difficult to aim but, 
of course, you can strafe your targets. 
Thermal detonators and Claymore 
mines cause mass-destruction if used 
effectively, while the Mortar, 
Concussion rifle and the ‘Huge Gun 
Which Covers Half The Screen’ spit out 
apocalyptic death-dealing nukes capa¬ 
ble of wiping out a Star Destroyer in one 
shot — well, almost. 


^yo 






Ammunition appears in short supply 
but can be topped up by grabbing extra 
clips. Power cells replenish your person¬ 
al shield generator (which offers some 
protection against laser blasts) and 
coloured keys give access to locked 
security doors. The infra-red goggles 
allow Kyle to see in the dark but they 
require batteries, as does the respirator 
mask. Extra lives can be found if 
you look hard enough 
(Dark Forces is packed 
with secret rooms 
filled with goodies). 
But that’s about 
your lot. In my 
opinion. Dark 
Forces is the best 
Doom clone around, 
and is one of the few 
games to offer some¬ 
thing over id’s classic. 
Graphically it’s much 
cleaner and crisper than Doom, 
thanks to LucasArts sophisticated jedi 
3D engine. The character sprites are 
actually three-dimensional as opposed 
to the ‘flat’ enemies as seen in Doom, 
and although the graphics do tend to 
pixilate as you close in. Dark Force is no 
where near as block-tastic and has a 
more refined, polished feel to it. 

Running on a Pentium the game is 
an absolute dream, moving without so 


r. 


much as a jerk. On a lower spec 
machine, say a 33MHz 486, scrolling is 
obviously not as slick and occasionally 
judders when the screen is cluttered 
with Stormtroopers. However, the dis¬ 
play can be reduced in size to compen¬ 
sate for your lack of processing power. 

The otherwise-perfect presentation 
is flawed by only one thing, in fact — 
the sound, which consists of bland 
musical scores which, while not being 
that bad, are repetitive and soon 
become annoying. The sound effects, 
which have been lifted directly from the 
movies, are excellent though, as are 
generous lumps of sampled speech. 

In fact, the only feature missing from 
Dark Forces is the inclusion of a net¬ 
work/serial-link option. Death-match 
Doom added another dimension to an 
already outstanding game and boosted 
the lasting appeal ten-fold. Dark Forces 
is a solo game only, so while you’ll have 
untold fun playing on your own, if you 
want a multi-player blood-bath you’re 
looking in the wrong place. 

So there you have it. Possibly 1995’s 
most eagerly-awaited game is great... 
no, make that fantastic. It’s easily as 
good as Doom, and with a multi-player 
option it would have been better. Dark 
Forces is definitely an essential pur¬ 
chase — compared to this, every¬ 
thing else is just Bantha fodder. 


'LucasArts 


33 MHz 486 , VGA, 8 Mb RAM and CD- 
ROM drive. 


ALSO SUPPORTS 


Mouse; joystick; Sound Blaster, Ad Lib 
and Roland soundcards. 


THE GOOD... 

* Visually it’s crisper and less pixelly 
than Doom. 

* Brilliantly addictive and wonderfully 
challenging. 

* It’s Doom and Star Wars in one per¬ 
fect package! 

...AND THE BAD 

fi No multi-player option has been 
included. 

« There just aren’t enough hours in the 
day to play Dark Forces! 


94 % 
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(Above) Would you accept an employer with 
a face like that? Yes? Congratulations — 
you’ll go far in the world of gourmet pizza. 


Several features make it all very 
accessible. Firstly, the player interface 
is very simple and all the point-and-click 
icons are fairly obvious. Then there’s 
the overall graphical feel which uses 
cartoon graphics and visual, pizza-ori¬ 
ented gags to put you at ease. Yes, this 
is a business game, but no it won’t be 
boring. The sound isn’t much cop to be 
honest, but the atmosphere doesn’t suf¬ 
fer much as a result. 

To start with, you must choose a 
character to control. With a hundred on 
offer, each with their own skills and 
faults, there are plenty of ways to 
approach the game. Then you pick a city 
to start your company in, and you’re off. 
What you do from then on is up to you. 
Want to go up market and start a 
transcontinental chain of restaurant^^ 
specialising in lobster and cavia’" 
pizzas? Go right ahead. Feel lik^ 
making chocolate pizzas fc 
homeless kids in Paris? Feel fre 
As long as you don’t go bust, a 
thing’s fair game. 

What, though, happens once you 
start sussing out the pizza-making busi¬ 
ness and how it works? Well, 
MicroProse have had a few great ideas 
for keeping the game interesting in the 
long term too — apart from the mechan¬ 
ics of setting things up and keeping 
them going, using market research and 
keeping track of all the statistics as the 
money rolls in. For starters there’s the 
question of careers. 

There are two types of CV you can 
build up over the years, either as a 
famous personality, becoming a big 
cheese in the pizza world and a major 
civic figure, or as an underworld boss. 
Yes, it seems that the mafia have got 
their fingers into the pizza, and if you 
fancy life on the edge there’s a 
killing to be made out of shady 
criminal activities (quite literally, 
once you’ve progressed above 
being a mere lackey). 

Naturally you might opt for 
a bit of both, using your con¬ 
tacts in the Cosa Nostra to help 
you get the edge over your pizza 


empire competitors. After all, it 
becomes difficult to concentrate on their 
business when they’re trying to swim 
with concrete boots on. You can even 
take a flamethrower to their tables and 
chairs in an interesting little graphical 
action section. 

On top of that, if you fancy a bit more 
order in your game, you can take on one 
of the ‘mission’ scenarios, where you’re 
given a specific CV to achieve, and 
' to fulfil each stage at the 
linted time. Some of them are 
frighteningly tough, too. 

And then, once you’re 
bored of all that, there’s the 
.ci-player option to consider. By 
raKing turns on a day at a time basis, up 
to eight human players can fight it out, 
sneaking into each others’ kitchens and 
dropping laxatives into the ingredients 
over night. All the action takes place on 
just one PC, without the need for serial 
links, modems or any other sort of high- 
tech malarkey. 

Pizza Tycoon has stacks of features, 
neatly arranged on a firm base of decent 
gameplay. Okay, it may not turn out to 
be your particular cup of dried leaves in 
boiled water, but it’s a unique and 
strangely addictive business sim 
nonetheless. 


if 

f Pizza Hut’s new 
recipe leaves you cold 
and you’d rather chew 
your own boots than suffer the dough 
at the Deep Pan Pizza Company, then 
MicroProse has just the thing for you. 
In Pizza Tycoon you get to start your 
own little pizza restaurant and develop 
the business into a chain stretching all 
over Europe and even into the USA. 

Pizza Tycoon is basically an open- 
ended business game. You control a 
whole host of variables, from the loca¬ 
tion of your pizzerias to the toppings 
you pile onto your bases. There are 
options a-plenty, right from the word go 
and although the wealth of options can 
be a bit overwhelming, once you dig 
deeper into the game you soon discover 
that it’s very engaging indeed. 



(Above) The manager of the Midbarclanat- 
westoyds Bank. Looks like he’s got too much 
of my dosh already. 

(Below) What have we got here? Banana and 
caviar pizza — yum! Not surprising i went out 
of business in the first month, is it? 



PIZZA TYCOON 


MicroProse/In-house 
(01454)326532 
£44.99 Out Now 


25 MHz 386 , VGA, 4 Mb of RAM and 7 Mb 
of hard disk space 


ALSO SUPPORTS 


Sound Blaster soundcard. 


THE GOOD... 

• It’s a very competent business 
game, once you get past the cartoon 
graphics and one-line gags. 

• The cartoon graphics and one-line 
gags help spice it all up. 

• The multi-player option makes for 
an interesting challenge. 

...AND THE BAD 

• Deep down it’s still an accountant’s 
game about profit margins and balance 
sheets. 

41 It’s hardy the easiest game to get 
into, what with a host of factors to keep 
an eye on from the first day. 
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THE ART OF PINBALL 




0 


kay^ try holding 

onto your stomach when your 
reflexes attempt to keep 

up with this non-stop, 
head - screaming ride of pure 
pinball adrenaline. This is 
so called 'cos 

it's bleedin' 

Get this inside y': 

Four all-new mind-blowing 


tables with over 1 n 

each, rocking music, speech, 220+ 
real-play sound fx and - no slow 
down - 3-ball m-m-m- 
AND we've done the whole thing with 


PSYCHOTIC 


Perfect 


A.--, 


^ ^ / Aj 
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interactive vector reflection 


so, for once, you get a pinball 
game that actually feels RIGHT. 
Just don't blame us if you can't 
hack the 


Motion 
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THE FASTEST PINBALL SIM YOU'LL EXPERIENCE 


(c) 1995 Codemasteps Limited. Psycho Pinball is a trademark of Codemasters. 
Codemasters: Telephone: 01 926 814 132 Facsimile: 01 926 817 595 


Available on: 


PC DISKS C5: 


CD-ROM [enhanced: 


























• Dean Evans travels for 


^ ward in time, seizes 
^control of a robot 
warrior and tries to 
save the world. Again. 


Every mission ends with a debriefing screen, 
which tells you whether you completed your 
primary and secondary goals and how well 
you treated your Unit. 






Special FX are few and far between but - like 
this infra-red image enhancer from one of the 
basic Units - they are well implemented. 



veryone says that 
worldwide corpora¬ 
tions are A Bad Thing. 
Apart from making too much money, 
using unethical sales techniques, ruin¬ 
ing the environment and destroying 
local cultures, they also make rubbish 
toasters that burn one side and leave 
the other untouched. How these 
companies will ever create a race of 
super-robots capable of dominating the 
Earth is beyond me. 

Still, that’s what happens in Iron 
Assault. A few years from now, everyone 
will fall asleep for about eight decades 
while a big business syndicate conquers 
the world with the help of some well- 
armed robots, known as Units. In 2082, 
downtrodden mankind will eventually 
wake up to the fascists’ evil plot, form a 
rebel resistance, steal some Unit tech¬ 
nology and start to fight back. 



Mission Possible 


The first challenge in Iron Assault is to 
complete a series of missions and gain 
promotion. After a while things start to get 
tough - but you don’t become a General 


It’s now 2094, and you play the role 
of a rookie Unit pilot stationed at the 
rebels’ Unicorn Base in America. Many 
tough missions lie ahead. Complete 
them successfully and you could rise 
rapidly through the ranks and determine 
global strategy. Fail, and the corporate 
fiends will rule the Earth forever. 

A nifty opening animation, consist¬ 
ing of atmospher grainy FMV footage 
and some melodramatic commentary, 
provides a summary of this plot for 
those who can’t or won’t read the manu¬ 
al. After that, you create a personal log 
in one of five available saved game 
slots, and suddenly find yourself in a 
grubby room at Unicorn Base. Your 
room contains two vital features: a per¬ 
sonal log and the World Net computer 
(WNET). The log details your achieve¬ 
ments, including your success rate in 
missions. This is important, because 
failure to complete your main mission 
objectives can hinder promotion and 
will eventually cost you the game. 

The WNET terminal has many uses. It 
connects you to other rebel forces, gives 
you the latest news on the war against 
the syndicates and provides details of 
the next mission - including primary and 
secondary objectives, a scenario map 
and behind-the-lines video footage. You 
can also choose the Unit you wish to 


without a little effort... 


pilot and select the weapons that suit 



The presentation screens are nothing special. Apart from some brief video sequences, all you 
get are a few rudimentary still graphics and some simple windows. 


your combat style. Initially the hardware 
choices are limited, but research and 
theft gradually increase the range of 
options open to you. 

There are two ways to play Iron 
Assault. The Simulator allows you to 
sample four terrain types at no personal 
cost, and also gives you the chance to 
play a head-to-head shoot-out against a 
friend. The Career option, which 
involves a succession of missions even¬ 
tually leading to promotion and the 
strategy side of the game, is ultimately 
a more satisfying choice. The arcade 
action is basically the same in both. 


The first few missions are well grad¬ 
ed. Enemy numbers increase slowly, 
there are few really tough opponents 
and the goals are simple - kill things 
and collect items. Each begins in the 
same way: you’re dropped in the war 
zone and left to get on with it. 
Sometimes you have a strict time limit, 
but mostly you have plenty of time to 
make mistakes. Whatever your mission, 
it isn’t long before you’re drawn into 
combat with syndicate forces. 

All of the Units available to you are 
well equipped to deal with any threat. 
Each has a radar, a map or scanner. 



Logging on to the World NET computer 
(WNET) provides useful information: mis¬ 
sion objectives, maps, video footage, tech¬ 
nological developments and weapons. 


In the drop zone, your primary objective is to 
destroy all enemy units in the su rounding 
terrain, starting with this one. The radar 
reveals plenty of action ahead. 


The secondary mission requires you to pene¬ 
trate an enemy depot and kill everything 
that moves. It’s a little dark at first - but your 
Unit’s image intensifier helps. 


Having achieved your secondary target but 
only half of your primary goal, you decide 
it’s time to leave. Your Unit is badly dam¬ 
aged and you have no weapons of any worth. 






































All-Terrain Vehicle 


Your Unit is capable of functioning in all kinds of environments. Iron Assault’s 
handy Simulator lets you sample four of these in advance: desert, Antarctic, 
mountains and city. Your instructions as a solo player are to destroy every¬ 
thing that moves; in two-player mode you can link two PCs together and play 
head-to-head against a friend. 



...EarthSiege. Sierra’s contribution to 
the post-holocaust robotic warrior 
theme features polygon-based graph¬ 
ics and a wider variety of views than 
Virgin’s effort. The presentation is also 
superior, with a choice of quick start 
games or a career, variable mission 
parameters and more imagination in 
the menu graphics. As a whole, 
EarthSiege offers the more serious and 
more satisfying challenge. 



damage reports, a targetting facility, a 
variety of counter-measures (including 
ECM, image intensifiers, stealth and 
anti-missile), a range of weapons, a 
cargo bay, mission summary, compass 
and Heads-Up Display. Some Units are 
less manoeuvrable than others, but all 
have rear and side views as well as a 
standard forward view. A cockpit moni¬ 
tor also contains more detailed maps 
and is particularly useful when you’re 
leading a squadron. 

Success guarantees promotion. 
Initially, this allows you to control a 
group of pilots on more complex mis¬ 
sions, but once you attain the rank of 
Colonel you also get the chance to take 
over enemy bases and gain control of a 
whole continent. The action is trans¬ 
formed into a delicate tactical balance 
between destroying enemy factories 
and depots and ensuring your own 
installations are well protected. Once 
you’ve reached the rank of General 
you’re able to move between each of 
the four continents, keeping an eye on 
the state of war in each. 

This range of options and controls 
sounds impressive, but in practice it’s a 
bit disappointing. For a start, the pre¬ 
sentation is a let-down. The WNET 
screens and the log are little more than 
functional, with unsophisticated graph¬ 
ics (particularly the crude maps). The 
interface is a tad clumsy, with constant 
switching between menus and separate 
overlaid windows used for actions such 
as weapons selection. It’s all too fiddly. 

The graphics aren’t much better. I 
personally feel that a polygon-based 
approach is more successful because it 
allows a greater variety of views and is 
well suited to a robot theme. Iron 
Assault’s sprite-based 3D looks pretty 
at first but has many limitations: it’s 
crude in close-up, it doesn’t give you 
any external views, the backgrounds are 
repetitive and the sprite animations can 
look unrealistic. 

I had a bigger problem with the 
arcade side of the game as a whole. 


Shooting enemies, destroying bases 
and collecting objects quickly becomes 
monotonous, especially if you’re search¬ 
ing the terrain for that last elusive oppo¬ 
nent. Fortunately, the designers have 
provided some relief from the general 
tedium with occasional surprises, such 
as new enemy technology, different 
lighting effects and a little variety in the 
landscapes. These touches just about 
manage to hold your interest until you 
gain promotion, when the action diversi¬ 
fies into team control and tactics. 

There’s just one final minor criticism: 
the tongue-in-cheek humour grates very 
quickly. Whenever you destroy an 
enemy Unit the action is punctuated by 
'amusing’ statements (such as “Damn, 
I’m good’’) delivered in an outrageous 
American accent. These are funny the 
first couple of times you hear them, but 
after that they get annoying and you’re 
forced to turn them off. Why bother 
including them in the first place? 

This isn’t a bad game, but it’s far 
from being an essential addition to your 
collection. There are plenty of neat little 
effects (for example, the background 
landscape is destroyed if you miss your 
target) and the progressive mission 
structure provides just enough variety 
to keep you going, but there are just too 
many flaws to make it a ‘must buy’. If 
the graphics, sound and shoot-’em-up 
action matched the quality of the basic 
idea, this would be a great game. 

But they don’t, and it isn’t. 































Dean Evans stomps 


around in Sierra’s new 


muUi-piayer robot sim. 




73 % 


THE GOOD... 

• The Gouraud-shaded, texture- 
mapped robots are superbly animated. 
It The multi-player option adds a new 
dimension to the gameplay. 
t The music isn’t bad either. 


...AND THE BAD 
« After you’ve played it for a while, it 
becomes a bit dull. 

41 The HERCS aren’t the fastest vehi¬ 
cles you’ll ever drive. 

41 All the Battledrome arenas are 
incredibly dull. 


you’re awarded a sack-load of prize 
money and you get to move up the 
Battledrome ranking. If you lose, on the 
other hand, you don’t get a sausage and 
you have to spend your valuable Cyber¬ 
savings repairing the battle damage to 
yourHERC. 

When you issue a challenge to a rival 
HERC pilot (or you’re challenged by an 
opponent), you enter a negotiation 
phase where you and your foe can cus¬ 
tomise the battle arena that you’re 


PalMiBi 


(Above) This is what Battledrome is all about — just you, your opponent, and... er... sod all 
else actually, apart from a few dots on the floor. 

(Below) Ohmigod! Look — there are some objects in the arena! 


(Above) The HERCS are impressively detailed and beautifully animated — even more so than 
their equivalents in the well-received prequel, EarthSiege. 


going to fight in. Between you, you can 
haggle over how many obstacles there 
are, whether the Battledrome is big or 
small, how much light there is and what 
weapons can and cannot be used. When 
everybody is happy, and any side-bets 
have been placed to spice up the action, 
your HERC is dumped into the gloom of 
the arena and into battle. 

Unsurprisingly, Battledrome uses 
the same, impressive 3D engine as its 
sister game EarthSiege, but while the 
robots are nicely drawn and animated, 
the Battledrome itself is ridiculously 
sparse. It reminds me of the old arcade 
classic Battlezone, because the arena is 
just one big, dark space; a red line 
denotes where the boundaries lie and 
the feeling of movement is faked by the 
presence of little white dots on the floor 
and ceiling. It could have been very 
atmospheric, but the background detail 
is so poor that the robots often seem 
out of place against it. 

To be fair, the background detail has 
probably been kept to a minimum 
because Battledrome can also be played 
as a multi-player game. In fact, if you 
have a network, a fast modem or a serial 
cable and two PCs, then this is how 
Battledrome really should be played. 
Battling against the computer-con- 
trolled HERCS can often become very 
monotonous, but stalking a real person 
around a darkened arena is much more 
fun, despite the fact that your HERCS 
are about agile as an elephant trapped 
in a bungalow. 

Although it doesn’t look it, 
Battledrome is a fairly nice game. It’s 
easy to get into and fun to play (for a 
while, at least), but as a single-player 
blast it hasn’t got the pull that 
EarthSiege has. If you’re never going to 
link up over the Net and play a human 
opponent, then the severe lack of depth 
in the gameplay and the extremely basic 
arena graphics may well frustrate and 
disappoint you in the long-term. If this 


(Above) On this screen you can tool up your 
HERC — if you’ve got the cash, of course. 

is the case, then you’d be far better off 
buying EarthSiege. 

As a multi-player game, however, 
Battledrome does much better. The bat¬ 
tles can still be a bit slow and laborious 
and the gameplay often boils down to a 
series of head-on chicken runs, but 
combat can be quite exciting — just as 
long as you’re not expecting a massive 
Doom-style adrenalin rush when 
you play. You won’t get it. \^J 


BATTLEDROME 


lRRA/DYNAMIX 


33IVIHZ 386, VGA, 4Mb RAM and 10Mb 
of hard disk space 


ALSO SUPPORTS 


joystick; All major soundcards. 


ypical. You wait ages 
for a robot combat 
game to come along 
and then three of the buggers arrive at 
all at once. Last month we had Sierra’s 
EarthSiege, this month Virgin has 
chipped in with Iron Assault and now 
Sierra is trying to monopolise the robo- 
war market with yet another Gouraud- 
shaded, texture-mapped battle simula¬ 
tion, a robot game that goes by the 
name of Battledrome. 

Set after the events in EarthSiege, 
Battledrome takes place in a gloomy 
gladiatorial arena as opposed to pretty 
pastel-coloured landscapes or ruined 
cities. You see, the war against the 
Cybrids has been won and mankind, 
who now has hundreds of robotic death- 
machines (called HERCS) lying around 
gathering dust, has set up the 
Battledrome Robotic Combat Network, a 
TV entertainment spectacular where 
skilled HERC pilots battle it out against 
each other in the ultimate mechanical 
punch-up. 

Unlike EarthSiege, the gameplay in 
Battledrome is fairly basic. You start the 
game with the cheapest HERC money 
can buy, and once you’ve equipped it 
with armour, remote camera probes and 
a variety of lasers, missiles and 
blasters, you simply pick a suitable 
opponent and slug it out until one of 
you has been destroyed. If you win. 










































David Upchurch suffers 
severe disappointment 
with MegaTech’s 
Zelda-inspired RPG. 


hile I realise that, as 
Editor of this maga¬ 
zine, I’m supposed to 
tirelessly wave the flag for all things 
even vaguely PC-related, for the 
purposes of this review I must (briefly) 
extoll the virtues of a game on another 
format, namely Zelda: Link’s 
Awakening on the GameBoy. 

As anyone who knows me will tell 
you, I can bore for Britain on the subject 
of how good Zelda is. It’s basically an 
RPG, in which you take on the role of 
the elf-like Link as he explores a fantasy 
world full of monsters, traps and dun¬ 
geons. Although phenomenally simple 
to play (there are no stats, spell menus, 
inventory screens or guff like that), it’s a 
billion times more entertaining and 
challenging than any other RPG I can 
think of — and I can think of quite a few. 

So, when Knights Of Xentar landed 
on my desk I have to admit that I got a 
bit over-excited. From the pictures on 
the back of the box it seemed that here 
was all the magic and mystery of my 
beloved Zelda recreated on PC! 




However, as I was soon to learn, appear¬ 
ances can be very deceptive... 

Sadly for Knights Of Xentar, every¬ 
thing goes a bit pear-shaped as soon as 
the game’s lengthy intro starts. 
Personally, I always thought the pur¬ 
pose of intros was to set the scene and 
explain the plot. On the evidence here, 
however, that’s an alien concept to 
MegaTech, the game’s creators. Frankly, 
I didn’t have a clue what was going on 
— something about women being 
turned into demons and some bloke 
called Desmond trying find a magic 
sword, as far as I could gather. 

And although the Manga-style 
graphics were very attractive (if largely 
animation-free), my enjoyment was fur¬ 
ther marred by the incredibly crap 
speech. The voice of Desmond, the 
game’s hero (and don’t worry — you 
can rename him), is performed by some¬ 
one who seems to be attempting a very 
bad impression of Bill and Ted. 
Annoying is not the word. 

But hey — you can’t judge a game 
on its intro, can you? Which is a shame 
because in this case the intro’s a mas¬ 
terpiece compared to the rest of it. For 
starters, the control system is an 
absolute joke. It’s clumsy to use in the 
first place, but because you automati¬ 
cally enter a conversation every time 
you bump into somebody (even acciden¬ 
tally, which happens a lot, just getting 
from A to B is a tedious adventure in 
itself. In a game like this, where so 
much of your time is spent exploring, 
such annoyances are unforgiveable. 

Combat is feeble too. You have no 
direct control over the battle — all you 
can decide is how Desmond fights (i.e. 
all-out attack, a 50/50 mix of attacking 
and defending, etc). The game then cal¬ 
culates the outcome of the battle 
depending on the relative stats of each 
party. Wow, like, /-eo/Zy exciting. 

And then there’s the quests them¬ 
selves, all of which are totally uninter¬ 
esting. Most of them simply entail going 
to a location, killing something, and 



Attack at Preset Gauge Leuel 
Fast but ueak Attacks 


Learn and Attack accdtding to knouledge 
Defense is a Priority 
Defense Only. No Attack 




ill Out Offensive, no defense 


(Above) From the basic-looking panel at the bottom of the screen you can bring up Desmond’s 
combat menu, which lets you select how you’d like him to fight... 

(Below left) ...You have no direct control over Desmond once he’s in a scrap, apart from telling 
him when to use magic or to flee, it’s not very satisfying or exciting. 



then returning home. There are no 
clever puzzles to solve or obscure clues 
to piece together — indeed, the game 
contains almost nothing to tax the old 
grey matter at all. 

But perhaps the most depressing 
thing about this game is the appalling 
way it treats its female characters. 
Throughout the adventure these big- 
eyed, big-breasted fantasy figures do 
nothing more than get beaten up or 
semi-raped by gangs of thugs, monsters 
and demons, and then rescued by the 
heroic Desmond. Saddoes might like to 
know that there’s also an 18-rated ver¬ 
sion of the game in which you get treat¬ 
ed to the odd glimpse of nipple. 
Unfortunately, however, a dirty 
mac is not included. Vjw?/ 



THE GOOD... 

* The visual style is very appealing 



— if you like Manga. 

* So simple that even Forrest Gump 
could play it... 

...AND THE BAD 

« ...But that’s too simple for the aver¬ 
age PC gamer. 

• Often misogynistic in a very dis¬ 
tasteful wav. 







































































David Upchurch, mirth 
muscles quivering in 
anticipation, explores 
Psygnosis* Terry 
Pratchett tie-in... 


hen the plucky chaps 
and chappesses at 
Psygnosis announced 
that they were planning to turn Terry 
Pratchett’s vastly-popular and critically 
acclaimed series of Discworld novels 
into a game, I didn’t envy them the task 




(Above) Rincewind explores the bowels of Unseen University. Many of the game’s lavishly- 
depicted locations are bigger than a screen, and so they scroll as you move around. 
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(Above) if you thought finding the dragon would be as simple as buying a detector from this 
dodgy street-corner vendor, then you must be more stupid than you look. Which is very. 



Something’s cooking in the kitchen — and These guards are impossible to get past — 
Rincewind thinks it smells a bit fishy... until you exploit their hatred of each other... 



one little bit. Agreed, from a purely 
commercial point-of-view a computer 
game based around the strange 
denizens of Pratchett’s richly-detailed 
universe is a very attractive proposi¬ 
tion. After all, even if only a tiny frac¬ 
tion of Pratchett’s loyal literary follow¬ 
ing buys the game, you’re going to 
have a hit of truly monstrous propor¬ 
tions on your hands. 




(Above) Discworld is full of really witty, adult 
and highly sophisticated humour... 



...Kyrandia 3: Malcolm’s Revenge. 

Both games come on CD, feature loads 
of lovely animations and digitised 
speech, and are comedy adventures in 
a fantasy-inspired setting. However, 
Malcolm’s Revenge suffers from some 
infuriatingly silly puzzles, a limited 
number of game locations and, worst 
of all, a complete lack of humour — 
not a good thing for a comic adventure. 




While you can’t choose what you say, those 
icons let you control /row you say things. 


The problem is that some of 
Pratchett’s more die-hard fans make 
Trekkers (or Trekkies, or whatever those 
sad Klingon-spouting acolytes of Star 
Trek call themselves these days) seem 
positively sane and well-adjusted nor¬ 
mal human beings in comparison. 

You see, no matter how faithful the 
finished game is to the sacred source 
material, there’s bound to be a vocifer¬ 
ous band of rabid fans who won’t take 
kindly to having their cherished imagi¬ 
nary fantasy world brought to 256- 
colour pixellated life, and will write 
whinging letters to computer mags 
about Rincewind’s beard being the 
wrong shape or Death’s voice being too 
high. Indeed, the potential backlash 
from outraged Discworld devotees 
could make the Salman Rushdie affair 
look like a playground scrap between 
two five-year-olds. 

Given all this, it would have been 
easy for an unscrupulous softco to say 
“Sod the fans — they’ll only moan what¬ 
ever we do. Let’s just make a pot-load of 
cash” and for them then to release a 
cynical, shoddy, rushed-out money¬ 
maker. However, that’s definitely not 
the case with Discworld. It’s a classy, 
good-looking, well-designed game, and 
it’s obvious that Psygnosis and develop¬ 
ers Teeny Weeny Games have spent a 
lot of time and effort ensuring that it’ll 
not only satisfy the afficionados, but 
that it’ll also appeal to gamers for whom 
‘Terry Pratchett’ means about as much 
as ‘natural lipozomes’. 

Discworld follows the zany graphic 
misadventures of the wizard Rincewind 
as he attempts to rid the city of Ankh- 
Morpork of a particularly nasty dragon 
infestation. Although the game’s plot 
isn’t based on that of any particular 
Discworld novel, it’s been overseen and 
approved by Terry Pratchett himself and 
features many of the series’ most popu¬ 
lar characters, so as you play you can 
expect to bump into nearly all of your 
Discworld favourites, including the 
curry-loving Death, the gormless tourist 
Twoflower and, of course, the multi¬ 
legged Luggage. 



Oh-ha-ha, please stop — I think my sides are 
going to split... 
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The Hitchhiker’s Guide 


To Ankh-Morpork 


The guards don’t have much to do, so they’ve 
taken to arresting people for the hell of it. 


Unseen University — where generations of 
really crap wizards have learnt their trade. 


The fish merchant has an appalling line in 
jokes — like most of the city’s citizens. 


Don’t try to be clever with the bouncers at 
the inn — you’ll only get hurt. 


The park is a pleasant, quiet place to relax. In the city’s dark back-streets you’ll meet The Patrician is the ruler of Ankh-Morpork. In the market square you’re likely to meet 
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especially as it’s totally deserted. 


plenty of colourful cut-throats. 


Be warned — he doesn’t suffer fools gladly. Red Sorghum, a sexy warrior woman. 


Already I’ll bet some readers are 
moaning that turning Discworld into a 
graphic adventure is an obvious and 
slightly uninspired idea, but given the 
‘wordy’ nature of the subject matter it’s 
the most appropriate and sensible 
approach to take. After all, let’s be hon¬ 
est — would you really want to play 
Discworld: The Platform Game? 

Admittedly, as far as graphic adven¬ 
tures go, Discworld is fairly traditional. 
As you’d expect there are dozens of 
beautifully-painted locations to explore 
(if nothing else, Discworld is great value 
for money — the game is absolutely 
huge), scores of weird and wonderful 
creatures to chat to, and hundreds of 
objects to pick up and use with other 
objects to solve a myriad of cunning 
puzzles (which, though tricky, are 
refreshingly logical — this isn’t another 
Kyrandia 3, thank goodness). 

However, although what you do 
holds few surprises, there are several 
innovations as regards how you do 
things. For a start, the player interface 
is one of the most elegant and easy-to- 
use I’ve ever seen in a graphic adven¬ 
ture. There are no unattractive icon 
banks or inventory panels cluttering up 
the screen — instead, everything is 
kept neatly and tidily out-of-sight, out- 
of-mind.The intelligent cursor helpfully 
highlights any items of interest, and 
then they can either be examined, 
picked up or used by simply clicking 
with the left and/or right mouse but¬ 
tons. Any items you’ve collected are 


stored in a pop-up inventory ‘window’, 
which you summon by clicking on 
Rincewind or (when you’ve found it) the 
Luggage. It’s all very clever, yet very 
simple and practical. 

Of course, the best thing about this 
interface is that it lets you enjoy those 
sumptuous hand-painted graphics in all 
their full-screen, 256-colour glory. They 
really are quite special — each of the 
characters is excellently drawn and 
superbly animated, and the location 
backgrounds, many of which scroll, are 
just exquisite. 

Discworld is also a bit of a stunner in 
the sound department too. This is a full 
‘talkie’ adventure, with each character’s 
‘lines’ performed by a troupe of profes¬ 
sional actors and actresses, most 
notably Eric ‘Monty Python’ Idle (who 
breathes comic life into Rincewind), 
Tony ‘Baldric’ Robinson, John ‘Dr Who’ 
Pertwee and Kate ‘Spitting Image’ 
Robbins. These are people who know 
how to deliver a funny line, and they 
bring their skills to bear here to great 
effect. (And from a purely patriotic 
point-of-view, it’s nice to hear an adven¬ 
ture free of American voices for once!) 

But the big questions is: is 
Discworld funny? Well, yes — although 
it goes without saying that if you’ve 
read the novels and found them about 
as amusing as a lobotomy, then you’re 
likely to feel the same about Discworld. 
Actually, given that the game’s script 
wasn’t actually written by Pratchett, 
Psygnosis and Teeny Weeny Games 


have done a remarkable job of captur¬ 
ing his style and humour. 

So far, then, everything seems all 
sweetness and light. In the last few 
paragraphs I’ve established that 
Discworld looks and sounds great, that 
the interface is brilliantly easy-to-use, 
that the puzzles are entertainingly, er, 
puzzly and that — thank goodness — 
it’s funny. So what’s the problem? Well, 
strangely enough, it’s that humour I 
was praising just a few, short sentences 
ago. Put simply, it gets in the way of the 
actual game. 

Almost every character seems to 
have their own lengthy comic sceneor 
sketch that you have to sit through 
when you talk to them. And while these 
scenes are amusing, they have a ten¬ 
dency to drag on a bit. Often there are 
times when you’re trying to solve a puz¬ 
zle and you just wish they’d shut up so 
you could get on with things. True, you 
can click to skip through the speech, 
but as you’re never sure what informa¬ 
tion is important to your quest and 
what’s not, it’s a bit risky. 

As long as you have the patience to 
cope with this, chances are you’ll find 
Discworld a solid, entertaining and 
often hilarious graphic adventuring 
experience. While it isn’t quite in the 
same class as, say. Monkey Island or 
Day Of The Tentacle, it’s not that far off 
the mark. And with many more 
Discworld games in the pipeline, 
Psygnosis has got plenty of time 
to get things right. \^/ 


DISCWORLD^ 


Psygnosis/Teeny Weeny Games) 
( 0151 ) 709 5755 
£ 49.99 Out Now 

MINIMUM SPEC 


20MHz 386, VGA, 4Mb RAM, CD-ROM 
drive and mouse. 


ALSO SUPPORTS 


Sound Blaster, Ad Lib, Pro Audio 
Spectrum, Gravis UltraSound, Covox 
SoundMaster, Aria and all major cards. 


THE GOOD... 

• Entertainingly off-beat plot and a 
cast of amusingly weird characters. 

• Lots of challenging but not too 
obscure puzzles to solve. 

• It’s based on Terry Pratchett’s 
Discworld novels! 


.AND THE BAD 


f It’s based on Terry Pratchett’s 
Discworld novels! 

• The over-elaborate comedy set- 
pieces can get in the way of the action. 



































ReadySoft is back! But 


poor David Upchurch is 


none too pleased to 


hear the news... 


generated animations pulled off CD, 
there’s no real freedom: try to go 
left when the game expects you 
to go right and you’ll die — it’s 
as simple as that. 

Since you’re supplied with an infi¬ 
nite number of ‘Continues’, success¬ 
fully completing the game involves 
very little real skill. If you get stuck 
you simply replay the game to the point 
where you died and then try out a differ¬ 
ent move. If you’re successful, the game 
continues. If not, it’s no problem — you 
simply try again until you eventually 
find the key press that works. 

But while this infinite supply of 
‘Continues’ ruins the game’s 
longevity, it’s probably just 
as well that they’re avail¬ 
able as otherwise Space 
Ace would be a very 
frustrating experience 
— all too often the 
game’s events happen 
so quickly that you have 
next to no time to compre¬ 
hend what’s going on and to 
react before you’re killed. 

And, er, that’s it really. Well, almost. 
You see, every so often you get the 
option to ‘energise’ and metamor¬ 
phoses from the nerdy, pre-pubescent 
Dexter into the muscle-bound, steroid- 
soaked Space Ace. When this happens 
the plot ‘branches off’ for a few 
moments as Ace goes through his 
superheroic paces. 

Eventually, however, the effects of 
the energise wear off, at which point 
Ace becomes Dexter again and the ‘nor¬ 
mal’ plot resumes. Quite what the point 
of all this is I don’t know — you can 
generally ignore the call to energise 
with total impunity — but it’s a laugh if 
nothing else. 

And, er, that really is it this time. 
With companies like Access and Origin 
showing us the heights to which so- 
called ‘interactive movies’ can aspire to 
when done competently, it’s amazing 
that anybody still thinks something as 
limited as Space Ace is worth releasing. 
Perhaps with its forthcoming ‘home¬ 
grown’ game Brain Dead 13, ReadySoft 
will finally put some substance behind 
that impressive audio-visual gloss. Let’s 
hope so, eh? Personally, I don’t think I 
can face reviewing another game 
like Space Ace... 


“Excuse me, little pink Tribble-like things, can you show me and Kimberley the way to the 
gameplay? No? Oh well. I’ll just keep looking...” 


Mm h my god, here we go 
again... Way back in 
Issue 2 I had the 
(ahem) ‘pleasure’ of reviewing 
Dragon’s Lair, ReadySoft’s cartoon-ish 
arcade adventure based on the old 
laser disc coin-op. It looked great and it 
sounded wonderful — but it played like 
a physically-impaired brick. And now, 
for my sins, I’ve got to review Space 
Ace, the pseudo-sequel. Psshaw! — 
and you thought this job was easy... 

Whereas Dragon’s Lair centred 
around the sword-’n’-sorcery 
adventures of Dirk the Daring 
as he explored Singe the 
Dragon’s castle. Space 
Ace is more of a space 
odyssey, in which the 
geeky hero Dexter has to 
rescue the curvaceous 
Kimberley from the clutch¬ 
es of intergalactic villain Borf, 

Oh, and he’s got to destroy Borf’s 
dreaded Infanto Ray as well, thus pre¬ 
venting the Earth’s population from 
being turned into gurgling babies. 

Plots aside, the two games are very 
similar. Once again the player has to 
guide the hero through the game’s 
many lovingly-created cartoon scenes 
using a combination of cursor keys to 
move and space bar to fire a laser pistol. 
However, as all these scenes are pre- 


(Above) Dexter gets the call to energise. 
Look out, baddies — here comes Space Ace! 
(Below) “Eat laser death, robo-meanyl” 


(Above) Ace gets invited to dinner by his evil 
Dark Side — and he’s on the menu! 


SPACE ACE‘ 


ReadySoft/In-housi 


25MHz 386, VGA, 4Mb RAM and CD- 
ROM drive. 


ALSO SUPPORTS 


Joystick; Sound Blaster soundcard. 


THE GOOD... 

• As you’d expect, Space Ace is very 
pretty. 

• The ability to ‘energise’ every now 
and then is fun. 

...AND THE BAD 

« A totally‘Gameplay Free’zone. 
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7th Guest / Dune. 

nth Hour-7th Guest 2. 

1942 Pacific Air War. 

A-Train & Construction Kit.. 

A10 Tank Killer. 

A320 Airbus Europa or USA 

Absolute Zero. 

Aces Over Europe. 

Aces Of The Deep. 


AD&DC 

AD&D Forgotten Realms'Trilogy. 

AD&D TRIPLE TRILOGY. 

Addiction. 

Advantage Tennis. 

Adventures of Nikko. 

Aegis Guardian Of The Fleet. 

Air Bucks 1,2. 

Air Havoc Controller. 

Al Qadim ■ Genies Curse. 

Aladdin. 

Alex Dampier's Pro Hockey '95. 

Alien Legacy. 

Alien Logic. 

Alien Olympics. 

Alone In the Dark 2. 

Alone in the Dark 3. 

Amazon Queen. 

Another World. 

Arcade Pool. 

Arcade Pool/Overdrive. 

Archer Macleans Pool. 

Archer Macleans Pool + Ryder Cup ... 

Armored Fist. 

ATP. 

ATP + East & West USA. 

ATP Great Britain or California. 

ATP E or W USA Scenes. 

ATP Japan or Hawaiian Scenery. 

ATP New Facilities Locator. 

ATP USA 7 or 9 or 11 or 12 Scenery. 
Award Winners Platinum (Compilation) 
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Battle Bugs. 

Battledrome - Metal Tech.. 

Battle Isle 2. 

Battle Isle 2 Titans Legacy. 

Battle of Britain -Their Finest Hour.. 

BC Racers. 

Beneath A Steel Sky. 

Beverley Hillbillies. 

Bioforge. 

Blind Date. 

Bloodnet. 

Bloodstone. 

Breach 3. 


Cadillacs & Dinosaurs.. 

Caesar Deluxe. 

Campaign (Enhanced). 

Campaign 2. 

Cannon Fodder. 

CANNON FODDER 2... 

Capitol Hill. 

Capital Punishment.. 


Carrier Command.. 

CDROM Interactive. 

Celebrity Poker. 

Central Intelligence. 

Champ Manager End of Season. 

CHAMP MANAGER ITALIA 95. 

Champions of Sport.3.5'yCDROM 

Chaos Control. 

Chaos Engine. 

Chessmaster 4000 (Windows). 

Civilisation DOS or Windows. 

Civilisation/Railroad Tycoon. 

Clash of Steel. 

CLASSIC COLL ■ ACCESS. 

CLASSIC COLL - DELPHINE. 

CLASSIC COLL - LUCAS ARTS. 

CLASSIC COLL ■ VELOCITY. 

Club Football - The Manager. 

Cohort 2. 

Colonels Bequest. 

COLONISATION. 

Combat Classics 3. 

Commanche Maximum . 

Command Adventures Starship. 

Companions of Xanth. 

Complete Chess System 2. 

Conquered Kingdoms. 


Corridor 7., 

Creature Shock. 

Cruise For A Corpse. 

Cyber Judas. 

Cyberace. 

Cyberia. 

Cyberspace. 

Cyclemania. 

Cyberworlds. 

To Fly (Windows). 

Day C5f The Tentacle. 

Day Of The Tent/Indy Atlantis. 

Day Of The Tent/Indy/Sam & Max .. 

D-Day Beginning Of The End. 

□•Generation. 

DARK FORCES. 

Dark Seed 2. 

Dark Sun Wake of Ravager. 


Delta V.. 

Descent. 

Desert Strike. 

Detroit. 

Digital Dreamware. 

Discworld. 

Dominus. 

Doom. 

Doom Add - 0ns. 

DOOM ADDONS (WOLFDOOM ETC) 

Doom Companion Edition. 

Doom Data Disk 1 or 2 or 3 or 4. 

Doom Editor Pack. 

Doom Utilities. 

Doom Utilities -i- 900. 

Doom 2.. 

DOOM 2 CHEATS. 

Dracula Unleashed. 

Dragonsphere. 

Dreamweb. 

DUNE 1 OR 2 

Dune/Robocop 3. 

Dune 2/Lure of the Temptress. 


Ecstatica. 

Elder scrolls. 
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Elite 2. 

Emperor’s New Clothes. 

Empire Soccer 94. 

ENCARTA 1995. 

Essential Guide to Better Sex. 

European Champions. 

Evasive Action. 

Even More Incredible Machines. 
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Evolution; Lost in Time. 

Excellent Games (Compilation). 
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Eye of the Beholder 1. 
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F1 Manager. 

F117A Stealthfighler. 
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FIFA International Soccer. 
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First Encounters/Elite 3. 

Fist.. 
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Fifth Fleet. S 

Flight Commander 2. S 

Flight Simulator 5. S 

FLIGHT SIM 5 - CARIBBEAN SCENE 1 
Flight Sim 4/5 - Grand Canyon Scenery 


9 1 
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19 

12 

27 
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Flight Sim 4/5 - Hawaii or Tahiti Scenery 7.99 
FLIGHT SIM 5-ISLAND HOPPING.. 13.99 

Flight Sim 5 - Italy or Washington. 26.99 

Flight Sim 5 ■ Japan Sceneiy. 15.99 

Flight Sim 5 - New York or Paris. 13.99 

Flight Sim 5 - West USA Scenery. 29.99 

Flight Unlimited. 29.99 

Flite Lite. 16.99 

Flite Lite Plus. 24.99 

Epic + Shuttle. . 

Football Glory. 19.99 

Formula 1 Grand Prix 1. 12.99 

Fortress of Dr Radiaki. 26.99 

Freddy Pharka's. . 

Front Lines. 26.99 

Front Page Sports Baseball. 26.99 

Front Page Sports Football 3. 26.99 

Gabriel Knight. 14.99 

Ghosts. . 

Gingerbread Man. . 

Goir(Domark). . 

Graham Gooch Cricket. 22.99 

Graham Gooch - 94/95 Data Disk. 8.99 

Graham Gooch - Battle for the Ashes 8.99 

Grandest Fleet. 27.99 

Great Naval Battles 1. 12.99 

Great Naval Battles 2. 26.99 

Guilty. 22.99 

Gunship 2000. 12.99 

Hammer of the Gods. . 

Hannibal.. 19.99 
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Hardball 4 26.99 

Harpoon Classics. 19.99 
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Inherit The Earth. 

Innocent Until Caught 2. 
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International Manager World Cup Ed. 

Iron Assault. 

iron Cross. 

Iron Forces. 

Ishar 3. 

Isle of the Dead. 

JAZZ JACK RABBIT. 

Jets. 

Jetstrike. 

Jimmy White's Whirlwind Snooker. 

Jimmy Whites + European Champs... 

J Nicklaus Unlimited. 

J Nicklaus Signature Edition. 

Journeyman Project Turbo. 

Jungle Strike. 

Jurassic Park. 

Kevin Keegans Player Manager. 

KEY ACTION TRAVELLER (WIN).... 

KEY GARDEN PLANNER (WIN). 

KEY GOURMET (WINDOWS). 

KEY HOME DESIGNER (WIN). 

KEY SOUND STUDIO (WINDOWS).. 

Keys of Maramon. 

Kick Off 3 - Euro Champs. 

Kingdom. 

Kingpin.... 

Kings Quest 1 or 2 or 3 or 4. 

Kings Quest 1. 

Kings Quest 1 - 6 Collection. 

Kings Quest 7. 

KLIK AND PLAY. 

Knights of the Sky. 

Kyrandia 1/Hook. 

Kyrandia 3. 

Laser Squad (Enhanced). 

Legend of Kyrandia. 

Legions (DOS or Windows). 

Leisure Suit Larry 1. 

Leisure Suit Larry 1 or 2 or 3. 

Leisure Suit Larry 1 - 6 Collection. 

Lemmings Double Pack. 

Lemmings 1 & 2. 

Lemmings 3. 

Links 386 Pro. 
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Links Big Horn or Pebble Beach. 1 

Links Castle Pines or Firestone. 1 

Links Innisbrook or Mauna Kea. 1 

LINKS PRAIRIE DUNES (SVGA). 

Links - The Challenge. 

Links - Solid Gold 7. 

Lion King. 

LITTLE BIG ADVENTURE. 

Live Action Football. 

Loadstar. 

Loderunner. 

Lords Of Midnight. 

Lords Of Power (Compilation). 

Lords Of The Realm. 

Lost Eden. 

LOTTERY TREND ANALYSIS V2.0.. 

Ml Tank Platoon. 

Magic Candle 2. 

MAGIC CARPET. 

Manchester Utd The Double. 

Manchester Utd Prem Lge Champs... 

Manhunter "New York". 

Maniac Sports. 

Master of Magic. 

Match Day Manager. 


Megarace.. 

Menzoberranzan. 

Metal & Lace. 

Metal Marines (Windows). 

Microsoft Cinemania ‘95. 

Microsoft Fine Artist. 

Microsoft Golf v2.0. 

Microsoft Haunted House. 

Micro Machines. 

Mike Ditka Football. 

Military Masterpieces. 

Mortal Kombat. 

Myst. 

Mystic Midway. 

NASCAR. 

Navy Strike 

NHL Hockey '95. 

Nick Faldo's Golf Deluxe. 

Nicky 2. 

Nigel Mansell’s World Championship. 

Noctropolis. 

Novastorm. 

Omar Sharif Bridge Champion. 

On the Ball W Cup or League Ed. 

Operation Body Count. 

Operation Crusader. 

Outpost v2.0. 

Overdrive. 

Overlord.... 

Pacific Strike. 

Panzer General. 

Patriot.. 

Perfect General 2. 

Peter Gabriel Explorer. 

PGA Tour Golf +. 

PGA Tour Golf 486. 

Pinball Dreams. 

Pinball Dreams 2 Data Disk. 

Pinball Fantasies. 

Pinball Magic. 

Pirates Gold. 

PIZZA CONNECTION. 

Police Quest 1 or 2 or 3. 

Police Quest 1. 

Police Quest 4. 

Populous & Promised Lands. 

Populous 2 

Powerdrive. 

Powergame 2. 

Powermonger. 


26.99 

22.99 

26.99 

26.99 

10.99 

27.99 

26.99 

22.99 


26.99 

12.99 

22.99 


22.99 

12.99 

19.99 


27.99 

10.99 

26.99 


- Network Q RAC... 


Power Tactics. 

PREMIER MANAGER 3. 

Prince Interactive. 

Privateer. 

Project X. 

Psycho Pinball. 

QEMMGAMERUNNER. 

QEMM V7.5. 

QUARTERDECK CLEANSWEEP.. 

Quarantine. 

Quest for Glory 4. 

Radioactive. 

Railroad Tycoon. 

Railroad Tycoon Deluxe.. 

Rally-*’ • ' 

RAPTOR.. 

Ravenloft.. 

Reach For The Skies. 

Rebel Assault. 

Red Shift. 

Renegade. 

Retribution. 

Reunion. 

Return To Ringworld. 

Rings Of Medusa Gold. 

Rise of the Robots (SVGA). 

RISE OF THE TRIADS. 

Robinsons Requiem. 

Rugby League Manager. 

Rules of Engagement 2. 

Ryder Cup. 

Sabre Team. . 

Sam & Max Hit The Road..:. 

Scrabble. 

Secret Of Monkey Island 1. 

Secret Of Monkey Island 1 or 2. 

Secret Weapons Of The Luftwaffe. 

SWOTL P38 + P80 or He162 -f Do335 

Saga Of Aces (Compilation). 

SENSIBLE GOLF. 

Sensible Soccer International. 

SENSIBLE WORLD OF SOCCER .... 

Settlers. 

Sherman M4. 

Shoot'em Off. 

Silent Service 2. 

Silverball. 

Sim City 2000 . 

Sim City 2000 Scenarios - Vol 1. 

Sim City Deluxe. 

Sim Classics Compilation. 

SIMON THE SORCEROR 2 

Simon The Sorceror. 

Soccer Kid. 

Soup Trek (The Search For Stock).... 

Space Academy. 

Space Ace... 

Space Federation. 

Space Hulk.. 

Space Quest 1 or 2 or 3. 

Space Quest 1. 

Space Quest Quad Pack. 

Space Quest Collection. 

Space Simulator. 

Spaceship Warlock. 


Speed Racer. 

Spectre VR. 

SSN-21 Sea Wolf. 

Star Control Compendium. 

Star Crusader. 

Star Reach. 

Star Trail Realms of Arkania 2. 

Star Trek 2 Judgement Rites. 

STAR TREK TECHNICAL MANUAL 

Star Trek The Next Generation. 

Stardust Super Edition. 

Starlord. 

Stereoworld. 

Streetfighter 2. 

Strike Commander. 

Stonekeep . 

Stunt Driver. 

Subwar 2050. 

Superfrog. 

Superstreetfighter 2. 

Superhero League of Hoboken. 

Syndicate. 

Syndicate Data Disk. 

System Shock. 

TACOPS (Windows).. 

. 'Hngli;' 

TACTICAL MANAGER 94/95 D/ D.... 

Tank Commander. 

Tarzan. 

Task Force 1942 . 

Team Yankee. 

Test Pilot. 

TFX. 

The Big Red Adventure. 

The Blue And The Gray. 

Theme Park. 

The Clue. 

The Crystal Maze. 

The Horde. 

THE JOYS OF SEX. 

The Last Dynasty. 

The Louvre. 

The Orion Conspiracy. 

The Psychotron. 

The Scottish Open. 

The Scroll. 

Thumbelina. 

Tie Fighter. 

Tie Fighter - Defender of the Empire.. 

Tie Fighter - Mission Disk 2. 

Tom Landry Strategy Football. 

Tornado & Falcon 3.0. 

Tower Assault. 

Track Suit Manager. 

Trans Express. 

TRANSPORT TYCOON. 

Traps ’N' Treasures. 

Trance Mission. 

UFO Enemy Unknown. 

US NAVY FIGHTERS. 

Ultima 7 Complete. 

Ultima 7 (The Black Gate). 

Ultima 7 (Serpant Isle). 

Ultima 8 (Pagan). 

Ultima 8 (Lost Vale). 

Ultima UndenA/orld. 

Ultima Underworld 1 & 2. 

Ultimate Body Blows. 

Under A Killing Moon. 

Universal Warrior. 

Universe. 

Unnecessary Roughness. 

USS Ticonderoga. 

Veil Of Darkness. 

Virtual Chess. 

Virtual Graceland. 

Virtual Worlds. 

Virtuoso. 

Vital Light (Windows). 

Voyages of Discovery. 

Voyeur. 

Wacky Wheels. 

Warcraft Ores & Humans. 

WEMBLEY RUGBY LEAGUE. 

Wild Blue Yonder. 

Wing Armada. 

Wing Commander Academy. 

Wing Commander 1. 

Wing Commander 2 & Speech Pack.. 

Wing Commander 3. 

Wings Of Glory. 

Wizardry 5,6 & 7 Compilation. 

Wolfsbane. 

Wolf Pack. 

Woodruff & Schnibble. 

World Cup Golf. 

World Cup Year ‘94. 

World Soccer Interactive Review. 

World Tennis. 

Worlds of Legend. 

Worms. 

X-WING - COLLECTION. 

Xenobots. 

Zephyr. 

Zeppelin. 

Zig Zag. 

Zool 2. 

Zonked . 

Zorro. 


SPECIAL OFFERS 


7th Guest (OEM). . 16.99 

Alone In The Dark & Jack In Dark. . 16.99 

Betrayal at Krondor (OEM). . 18.99 


Bloodnet (OEM). 

Board Genius. 

16.99 

Championship Manager '93. 

Chessmaster 3000. 

Commanche (OEM). 

16.99 

14.99 

Day Of The Tentacle (OEM). 

Dnnfinht 

12.99 

riiinfll'OFMI . 

Eight Ball Deluxe Pinball. 

Gahrifil Kninhf IHRMI 

16.99 

Hand of Fate (OEM). . 

.liitlanri rnFMI . 

Kings Quest 6 (OEM). 

Lands of Lore (OEM). 

Leisure Suit Larry 6 (OEM). 

Lost in Time (Parts 1 & 2). 

Mad Dog McCree 1 or 2 (OEM). 

Qiitnnst/OFM) . 

16.99 

Piratps Gnirl . 

Premier Manager 2. 

Rebel Assault (OEM). 

Red Baron Data Disk. 

7.99 

9.99 

Return Of The Phantom. 

Subwar 2050 (OEM). 

lIFOrOFMl . 

12.99 

Ultima 8 - Pagan (OEM). . 

TFX (OEM). . 


The Shadow Of Yserbius. 

TORNADO + DESERT STORM. 

Wing Commander (OEM). 

World Class Rugby (Five Nations).. 
Vikings. 


9.99 

5.99 

9.99 


JOYSTICKS & 
ACCESSORIES 


2M Parallel Printer Cable .... 
3M Parallel Printer Cable ... 
5M Parallel Printer Cable .... 
10M Parallel Printer Cable .. 

3 Button Serial Mouse. 

Addup Quick Action Joystick.. 


CH FLIGHTSTICK 
CH FLIGHTSTICK PRO.. 

CH Gamecard 3 Auto. 

CH Virtual Pilot 

Disk Box (10 Capacity).... 


Disk Box (40 Capacity). 

Disk Box (50 CapacityL 

Disk Box (80 Capacity). 

Disk Box (100 Capacity). 

Freewheel Analog Steering Wheel. 

FreeFlight Analog Throttle. 

Gravis Analog Joystick. 

GRAVIS ANALOG PRO JOYSTICK. 
Gravis Dual Eliminator PC Gameport. 

Gravis PC Gamepad. 

Gravis Phoenix Flight & Weapon Contro 

Gravis Ultrasound v3.7. 

Gravis Ultrasound Max. 

Joystick/Mouse Extension Cable. 

Keyboard. 

Keyboard Extension Cable. 

Logic 3 Tornado-JT251 (Analog). 

Logic 3 Deita-Ray-JT256 (Digital). 

Logic 3 Quatro-JT256 (Digital). 

Mains Extension Lead/Coupler. 

Mains Lead Moulded. 

Microsoft IP-Seriai/PS2 Mouse. 

Microsoft Home Mouse -t- Pack. 

Microsoft Natural Keyboard. 

Monitor VGA/SVGA Extension Cable. 

Mousehouse. 

Mousemat. 

MT Speakers 2x5 watl-SBC600. 

MT Speakers 2x10 watt-SBC610. 

MT Speakers 2x20 wall-SBC620. 

MT Speakers 2x35 watt-SBC630. 

MT S/woofer Sysf 50 watt-SBC650.... 

MT Speakers 2x 50 watts-SBC660 .... 

Panasonic CR562 Kit. 

Panasonic CR562 Pro. 

Q/joy PC Optix Swiichable-Analog/Digital 

Quick -- - • ■ 

Quick 
Quick 
Quick 
Quick 


oy PC Raider-SV206 (Analog). 

oy PC Propad-SV230. 

oy PC Fighter M5-SV201. 

oy PC Connection M6-SV202 .. 
oy PC Topsfar-SV227 (Digital). 


SAITEK MEGAGRIP 3-MX230 (ANALOG) 

Saitek Megagrip 7-MX732 (Analog)... 

Saitek Megagrip 8-MX734. 

Saitek Megastick 3-MX130 (Digital...) 

Screenbeat 3 Speakers - SB203. 

Screenbeat 4 Speakers - SB204. 

Screenbeat 5 Speakers - SB205. 

Screenbeat Mains Adaptor. 

SS-50 Speakers (8 Watt RMS Built In) 
Soundblaster CD Multimedia Office... 

Soundblaster CDROM Upgrade. 

Soundblaster Discovery. 

Soundblaster Discovery CD16. 

Soundblaster Gameblaster CD16. 

Soundblaster v2 Value SB-0100. 

Soundblaster Pro Value SB-1600. 

Soundblaster Video Blaster. 

Soundblaster Video Blaster SE. 

Soundblaster Video Blaster FS200.... 

Soundblaster 16 Value SB-2770. 

Soundblaster 16 SCSI -2 Value. 

Soundblaster 16 Multi CD. 

Soundblaster 16 Multi CD ASP. 

Soundblaster 16 SCSI-2 ASP. 

SOUNDBLASTER 32 AWE. 

Suncom Command Control Pad. 

Suncom Dual Joystick Adaptor. 


Suncom Dual Joystick Adaptor. 
SUNCOM FX2000 (ANALOG).. 
Suncom Flightmax (Analog).. 
G-ForceYoke.:... 


9 Suncom G-F 


4.99 

8.99 

12.99 

11.99 

11.99 

7.99 

34.99 

519.99 

119.99 

399.99 

299.99 

299.99 

39.99 

69.99 

339.99 

219.99 

299.99 

89.99 

149.99 

119.99 

149.99 

179.99 

239.99 

13.99 

6.99 

19.99 

27.99 

49.99 


EDUCATIONAL 


Add & Subtract (4-8 Years). 

ADI GCSE Maths, English or French, 
ADI English 11-12 or 12-13 orl3-14., 
ADI French 11-12or 12-13or 13-14. 
ADI Maths 11-12 or 12-13 or 13-14.. 

ADI Reading 4-5 or 6-7. 

Animal Alphabet. 

Beauty And The Beast (OEM). 

Berlitz Think & Talk French. 

Berlitz Think & Talk German. 

Berlitz Think & Talk Italian. 

Berlitz Think & Talk Spanish. 

Better Maths (12-16 Years). 

Better Spelling (8-i- Years). 

Biology (12-16 Years). 

Butterflies of the World. 

Cave Maze (8-13 Years). 

Chemistry (12-16 Years). 

Cute & Cuddlies 

Creepy Crawlies. 

Dictionary of the Living World. 

Dinosaurs (MDl). 

Encyclopaedia Of Science. 

Familt Doctor 3rd Edition. 

Flying Fingers.. 


Fun School 3 (-5) or (5-7) of (7+). 

Fun School 4 (-5) or (5-7) or (7+). 

Fun School 5 In Dreamland (4-7). 

Fun School 5 In Space (6-7). 

Fun School 5 In Time (8-11). 

Grolier Encyclopaedia (OEM). 

Hutchinson Multimedia Encyclopedia 
Incredible Cross-Sections-Stowaway 

ITN World News 92 -h 93. 

Junior Typist. 

Kid Pix. 

Learn to do Desk Top Publishing. 

Macmillan’s Dictionary for Children ... 

Maths in a Nutshell. 

Magic Maths (4-8 Years). 

Maths Dragons (5-12 Years). 

Maths Mania (8-12 Years). 

MS Explores the Human Body. 

MS Explores the Solar System. 

My First Incredible Amazing Dictionary 

Noddy's Big Adv or Playtime (3-7). 

One Tribe (Windows). 

One World (Windows). 

Our Solar System. 

Physics (12-16 Years). 

Picture Fractions (7-10 Years). 


9.99 

22.99 

17.99 
17.99 


13.99 

13.99 

13.99 


99.99 

99.99 

99.99 

99.99 


22.99 

10.99 
8.99 

13.99 

16.99 

19.99 
19.99 
19.99 


30.99 

29.99 

69.99 

12.99 


9.99 

13.99 

10.99 

13.99 


19.99 

19.99 

19.99 

22.99 

36.99 

34.99 

29.99 


Prescription Drugs Pharmacists Guide . 

Prof Looks at Words (4-9 Yrs). 9.99 

Prof Makes Sentances (4-9 Yrs). 9.99 

Reading Rainbow. . 

Reasoning With Trolls (5-12 Yrs). 10.99 

Syracuse Lang Sys Spanish (4-9)- - 

Syracuse Lang Sys English (4-9). . 

Syracuse Lang Sys French (4-9). . 

Syracuse Lang Sys German (4-9). . 

Syracuse Lang Sys Japanese (4-9)... . 

Syracuse Lang Sys English 9-r. . 

Syracuse Lang Sys French 9+. . 

Syracuse Lang Sys English 9-f. . 

The Ultimate Human Body. . 

The Ways Things Work. . 

Time Flies (6-12 Years). 10.99 

Tidy the House (5-9 Years). 10.99 

The Big Green Disc. . 

The Zoo - Behind the Scenes. . 

Thomas the Tank Engine Collection.. 10.99 
Thomas the Tank Engine Paint Pack 12,99 1 

Time Life Astrology. 

Treasure Island.. 

Whales & Dolphins. 

World Atlas v5.0 (OEM). 


JUNIOR ADVENTURES 


A Christmas Carol (8+ Years). 

Robin Hood (8+ Years). 

The Three Bears (5-10 Years).... 

The Wizard Of Oz (6+ Years). 

Wind In The Willows (8+ Years). 


13.99 

13.99 

13.99 

13.99 

13.99 


6.99 

9.99 

9.99 
14.99 

14.99 

16.99 

29.99 

59.99 

29.99 

64.99 

1.99 
4.99. 

5.99 

6.99 

7.99 

27.99 

15.99 

29.99 

39.99 

24.99 

19.99 
I 99.99 

119.99 

169.99 

4.99 

17.99 

4.99 

12.99 

12.99 

14.99 

3.99 

3.99 

44.99 

27.99 

79.99 

4.99 

1.99 

1.99 

19.99 

33.99 

39.99 

79.99 

74.99 

119.99 

129.99 

139.99 

29.99 

9.99 

10.99 

13.99 

9.99 

7.99 

16.99 

12.99 

13.99 


3.5 Blank Discs 


10 5.99 6.99 3.99 5.99 3.50 4,99 

20 11,50 13.50 7.50 11.50 6.50 9.50 

50 27.50 32.50 17.50 27.50 16,25 22.50 

100 52,50 62.50 32.50 52.50 29.99 42.50 


BUSINESS ETC 


Access V2.0. 

After Dark v3.0. 

Amipro (Windows). 

Approach. 

Arts & Letters. 

Borland Turbo C-f-+ v3 (DOS)... 
Borland Quatiro Pro v5 (DOS).. 
Borland Sidekick for Windows.. 

CLEANSWEEP. 

CompuServe. 


, 289.99 - 

26.99 - 

. 109.99 . 

. 109.99 - 

. 59.99 - 

. 59.99 . 

. 49.99 . 

. 36.99 - 

. 34.99 - 

. 19.99 . 

. 84.99 59.99 
. 139.99109.99 

. 449.99 - 

. 59.99 


Coral Draw 3 
Coral Draw 4 
Coral Draw 5 
Coral Flow.... 

Corel Paint 5 +. . 59.99 

Corel Photos - Bonnie Scotland. . 16.99 

Corel Photos - Cornwall. . 16.99 

Corel Photos - Devon. . 16.99 

Corel Photos - English Country Gardens- 16.99 

Corel Photos - English Pub Signs. . 16.99 

Corel Photos • Ireland. . 16.99 

Corel Photos - Lake District. -. 16.99 

Corel Photos - London. . 16.99 

Core! Photos - Scotland. . 16.99 

Corel Photos - Wales. . 16.99 

Corel Professional Photos. 19.99 

Corel Ventura 4-5 Upgrade. . 79.99 

Corel Xmas Bundle. 49.99 

Dr Fonts (Windows). 9.99 

Dr Graphics (Windows). 9,99 

Dr Solomon Antivirus - S -t- S. 

Do It On Your Desktop. 17.99 - 

Freeway Accounts Master Coll. 59.99 . 

GST First Press. 22.99 - 

GST First Design. 35.99 - 

Instant Accounting. 89.99 - 

Intuit Quickinvoice. 35.99 - 

Intuit Quickbooks v2.0 for Windows... 119,99 . 

Intuit Quicken for DOS v6.0. 39.99 - 

Intuit Quicken for Windows v3.0. 35.99 - 

Intuit Quicken Home Inventory. 22.99 - 

Intuit Quicken Delux Home Pack WIN 59.99 . 

Intuit Quicken Delux Business Pack.. 59,99 - 

Key CAD Complete (DOS). 29.99 . 

Key CAD Complete (WIN). 29.99 29.99 

Key Calender Plus (WIN). 29.99 . 

Key Clip Art (WIN). . 13,99 

Key Clipmaster (DOS). 29.99 - 

Key Colour Clip Art (WIN). . 29.99 

Key Colour Photo Pro (WIN). . 29.99 

Key Database Plus (WIN). 29.99 - 

Key Draw Plus (WIN). 29.99 - 

Key Draw Plus (DOS). 39.99 - 

Key Fonts (WIN). 29.99 - 

Key Fonts Plus (WIN).. 

Key Fonts Pro (WIN).. 


Key Form Designer Plus (DOS or WIN) 2 
Key More Fonts (DOS or WIN) 

Key Optimiser Plus (WIN). 2 

Key OrgChart (WIN) 

Key Photos (WIN),.., 

Key Project Manager (WIN). 2 

Key Translator (WIN) 

Lotus Organiser 


MS Creative Writer . 

MS Word. 

MS Works for Windows v3.0... 

MS DOS V6.22 (Upgrade). 

MS Money for Windows v3.0., 

MS Office Professional. 

MS Publisher v2.0. 

MS Windows v3.11. 

0/S2 Warpv3.0.. 

Plus v3.0 (Windows). 




•r Win).. 
irWin)'!! 
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34.99 

34.99 

34.99 


39.99 

29.99 

12.99 


PFS First Choice (DOS) 

PFS First Publisher (DOS c 
PFS Publisher for Windows 
PFS Window Works (DOS c 
PFS Window Works + (Win) 

Platinum Fonts (Windows)... 

Platinum Multimedia (Win),.. 

Platinum Publisher (Win). 

Platinum Utilities (Win). 

QEMMv7.5. 

Quarterdeck Cleansweep.... 

Quattro Pro v5. 

Sage - Instant Accounting ... 

Softkey Labels Unlimited (Dos or Win) 3 

Softkey MPC Wizard 2,0 (Win). • 

Softkey MPC Wizard 3.0 (Win). • 

Softkey PC Paintbrush for Windows.. 2 

Softkey PC Paintbrush 5 -r (DOS). 2 

Softkey PC Paintbrush Clip Art Platinum 
Softkey PC Paintbrush Clip Art 3000. 
Softkey PC Paintbrush Clip Art 120000 
Softkey PC Paintbrush Photo Library 
Softkey Photofinish 3.0 (Windows) 

Softkey Ultrafax (Windows). 

Turbocad v2.0 (Windows). 

Uninstaller v2. 

Video Director v2 (Windows). 

Visio v3.0 (Windows). 

Visual Basic Pro. 

Windows v3.1. 

Winfax Pro v4.0. 

Visio v3.0 

WordPerfect Infocentral. 

Wordstar Laptop Collection. 

Wordstar for Windows v2.0. 

World of Clipart. 

World of Communication. 

World of DOS. 

World of Fonts & Icons. 

World of Windows. 


PD & Shareware 


G002 LAMERS. 

G003 DESERT RAID. 

G004 ELECTRO BODY. 

G005 BIO-MENACE 
G006JETPACK . 

G007 COMM KEEN 4, GOODBYE GALAXY.... 
G008 COMM KEEN 1. INV OF VORTICONS .. 

G009 WOLFEN STEIN 3D. 

G010 WOLFEN STEIN EXTRA'S. 

G011 HOOSIERCITY . 

G012 SPACE FLIGHT SIMULATOR. 

G013 SECRET AGENT. 

G015 OVERKILL .... 

G016 CLASSIC PINBALL. 

G017MELT DOWN 

G018 RAPID RESPONSE. 


12.99 

12.99 

12.99 

12.99 


22.99 

75.99 

39.99 

89.99 

115.99 

249.99 

79.99 

75.99 

109.99 

59.99 


9.99 

9.99 

9.99 


G02dLLAMTRON .1.25 

G021 LAST HALF OF DARKNESS.1.25 

G022 GLOBAL WARFARE .1.25 

G023 DUKE NUKEM 2 (3 DISKS).3.75 

G024 REDUKE (DUKE NUKEM DATA DISK).1.25 

G025MORKIN2 .1.25 

GO20 HUGO'S HOUSE OF HORRORS.1.25 

G027 HUGO 2. WHO DUNN IT.1.25 

G028 FORD SIMULATOR 2.1.25 

G029 FORD SIMULATOR 3.1.25 

G030 KEN’S LABYRINTH .1.25 

G031 ZONE 66.1,25 

G032 GATE WORLD.1.25 

G033 CYBER CHESS .1.25 

G034 KEEN DREAMS.1.25 

G035 KEEN 6.1.25 

G036 SKY ROADS.1.25 

G037 JAZZ JACK RABBIT.1,25 

G038 BRIX.1,25 

G039 MUTANT SPACE BATS.1,25 

G040RAMEI FOX .1.25 

G041 PSIONICS.1.25 

G042 ONE MUST FALL .2.50 

Q043 RAPTOR.2,50 

G044 WACKY WHEELS .2.50 

G046 DOOM EXTRAS.1.25 

Q047 WORLD CUP CRICKET.1.25 

G048XARGON .1,25 

G049 POWER CHESS.1,25 

G050 ARMIES OF STEEL.1,25 

G051 SUPER ANDROID.1.25 

G052 MYSTIC TOWERS.1.25 

G053 COMBAT ZONE.1.25 

G054 DOOM FRONT END VI,31.1.25 

G055 REVENGE OF THE MUTANT CAMELS .1-25 

G056 DOOM WADPAC 1.1.25 

G057 DOOM EDITOR UTILITIES .1.25 

G058 COSMO’S COSMIC ADVENTURES .1.25 

G059 MAHJONG VGA.1.25 

G060 PC PRO GOLF.1.25 

G061 SPACE CHASE .1,25 

G062TD2192 .2.50 

G063 OMF 2097.2.50 

G064SIM SPACE V2.4 .1.25 

G065 DUKE EDIT.1.25 

G066 EGA TREK.1.25 

G067 AIR TRAFFIC CONTROLLER .1.25 

G068 WORD PUZZLE SOLVER .1.25 

G069 TUBES .1.25 

G070 RESCUE ROVER.1.25 

G071 HEARTLIGHT.1.25 

G073 FIRM FAVORITE .1.25 

G074 DINOSAUR PREDATORS.1.25 

G075 MISSILE.1.25 

G076 LINE WARS 2.1.25 

G077 FLEET STREET SOCCER.2.50 

G078 SKUNNY KARTS.2.50 

G079 THE MULTI-DIMENSIONAL THIEF.2.50 

G080 PATIENCE 10.1.25 

G081 NETHACK.1.25 

GO03 EGGY.1.25 

G084XATAX .1.25 

G085 HIGHWAY HUNTER.1.25 

G086 IN SEARCH OF DR RIPTIDE.1.25 

GO07 CORNCOB 3D.1,25 

G088 CANNON FODDER .1.25 

GO09 DESCENT.2.50 

G090 SPECTRUM EMULATOR.2.50 

G091 GAMMA WING.2.50 

G092 MVP BRIDGE .1,25 

G093 CHRISTMAS LEMMINGS.1,25 

G094 CATACOMB ABYSS 3D.1,25 

G095 CD MAN.1.25 

G096 GALACTA.1.25 

G097 DESERT STORM COMMAND.1.25 

G098 NIGHTMARE 3D.2.50 

G099 GORRIDOR7.1.25 

G100 STALKER.1.25 

G101 ZENTRIS .1.25 

G102 MONOPOLY.1.25 

G103 NYET3-REV OF THE MUTANT STONES.1.25 

MUSIC 

M001 SECOND REALITY .2,50 

M002MIDI FILES IV.1.25 

MOOS MIDI FILES V.1.25 

M005 DRUM BLASTER.1.25 

M006MIDI FILESI.1.25 

M007MIDI FILES II .1.25 

M008MIDI FILES III.1.25 

M009WINDOWS.WAV .1.25 

M010 WINDOWS .WAV VOL 2 .2.50 

M011 REVERSED EVOLUTION .2.50 

M012 JOURNEY MUSIC DISK.2.50 

M013 TECHNOHOLIC DEMO.1.25 

M014CHAOTIC MIND.1.25 

M015 SECOND PHOBIA.1,25 

M016 CRYSTAL DREAMS.1.25 

M017GF MUSIC .1.25 

M018 SEQUENCER PLUS V2,0 .1.25 

M019 SOUND EFFECTS VOC FILES.1.25 

M020 STAR TREK VOC FILES.1,25 

M021 BLASTER MASTER.1.25 

M022XTRACKER .1.25 

M023 INFERNO.1.25 

M024 UNREAL.1.25 

M025 PANIC.1.25 

M026 CASCADA HOLISTIC.1.25 

M027 SCREAM TRACKER V3.0.1.25 

M028 MUSIC EASE.1.25 

M029 UNTITLED DEMO .1.25 

M030 VERSUS DEMO.1.25 

M031 ASSEMBLY 94 DEMO.1.25 

M032 THE GOOD THE BAD & THE UGLY.1,25 

BUSINESS 

B001 FREEWAY LEDGERMASTER (3 DISKS).3,75 

B002 PC FILE V5,0 (3 DISKS) .3.75 

B003 CORNIX INVOICING.1.25 

B004 BANK PLAN .1.25 

B005 EASI PLAN.1.25 

OVER 18'S 

X001 PINUPS 2.1.25 

X002 CORPORATE SCUMBAGS.1.25 

X003 ADULT GAMES 2.1.25 

X004ASTROTIT .1.25 

X005 XXX PRINTMASTER GRAPHICS .1.25 

X006 STRIP BLACK JACK.1,25 

X008 NAUGHTY NIPS VOLUME 1 (256 COLOUR) .2.50 

X009 NAUGHTY NIPS VOLUME 2 (256 COLOUR) .2.50 

X010 NAUGHTY NIPS VOLUME 3 (3 DISKS) (256 C)..3.75 
X011 NAUGHTY NIPS VOLUME 4 (3 DISKS) (256 C) ..3.75 

X012 NAUGHTY NIPS VOLUME 5 (256 COLOUR) .2.50 

X013 NAUGHTY NIPS VOLUME 6 (256 COLOUR) .2.50 

X014 NAUGHTY NIPS VOLUME 7 (10 DISKS) (256 C) 9.99 
X015 NAUGHTY NIPS VOLUME 8 (10 DISKS) (256 C) 9.99 
X016 NAUGHTY NIPS VOLUME 9 (10 DISKS) (256 C) 9.99 
X017 NAUGHTY NIPS VOLUME 10(10 DISKS) (256 C)9,99 
X018 NAUGHTY NIPS VOLUME 11(10 DISKS) (256 C)9.99 
WINDOWS GAMES 

WG001 BATTLE ON DISTANT PLANETS.1.25 

WG002 MICROMAN V3,1 .1.25 

WG003 CASTLE OF WINDS.1,25 

WG004 13 OUT.1.25 

WG005 BATTLE IN A DISTANT DESERT.1.25 

WG006 AIR FORCE .1,25 

WQ007 ABM COMMAND.1.25 

WG009 WAXMAN FOR WINDOWS.1.25 

WG010 CHOMP FOR WINDOWS.1.25 

WG011 CROSSWORD COMPILER FOR WINDOWS....1.25 

WG012W1N POKER.1.25 

WG013 DOMINATE.1.25 

WG014CROSS WORD DELUXE.1,25 

WG015 FI8 NO FLY ZONE.1.25 

WG016 THE GREENS FOR WINDOWS.1,25 

WINDOWS UTILITIES 

WU001 META MOUSE FOR WINDOWS.1.25 

WU002 PAPER SAVER FOR WINDOWS.1.25 

WU003 SALES FORECAST PRO FOR WINDOWS.1,25 

WUO04 PRINTER APPRENTICE FOR WINDOWS.1.25 

WU005 GORINS ORGANIZER FOR WINDOWS .1,25 

WU006JAMWARE ICONS .1.25 

WU007 YEAR AT GLANCE & ELEPHANT CLOCK.1.25 

WU008 TOP DRAW.1,25 

WU009 W-MORPH.1.25 

WU010 WINDOWS SCREENSAVER VOL1 .1.25 

WU011 WINDOWS SCREENSAVER VOL 2.1,25 

WINDOWS DESKTOP UTILITIES 

WD001 BIG DESK V2,30 .1,25 

WD002BAR CLOCK .1.25 

W0003 ARROW SMITH V1.00.1.25 

WD004 ANIMOUSE.1.25 

WD006 ALL THE TIME FOR WINDOWS.1.25 

WD007 ACCUBOARD V1.00 .1.25 

WD00BA4 CALCULATOR V3.00.1.25 

W0009 ACC CLIP V3.1.1.25 

WD010AUTO RAISE.1.25 

WINDOWS FILE TOOLS 

WT001 CARD CONVERSION V0,6 .1.25 

WT002 ARC MASTER V1.4 .1.25 

WT003ARCHON VI.1 .1,25 

WT004 ARCHIVER V2.2.1 25 

WT005 FILE WORKS VI.1 .1,25 

WT006 FILE TOOLS V2,0.1.25 

WT0b7 FILE LOCKER V2.3.1.25 

WT008 FILE KILLER .1.25 

WT009 FILE FINDER V2.1.1.25 

WT010 DISKETTE UTILITY V2.4.1.25 

WT011 DISK HOG FINDER V1.1.1.25 

WT012 CLEAN UP V2.0.1.25 

WT0013CC ZIP.1.25 

WINDOWS WALLPAPER & GRAPHICS 

WP001 AEROPLANES .BMP FILES (3 DISKS).3.75 

WP002 SPACE .BMP FILES (4 DISKS).4.99 

WP003 FISH .BMP FILES (3 DISKS).3.75 

WP004 FRACTALS .BMP FILES (4 DISKS) .4.99 

WP005 EARTH .BMP FILES (3 DISKS).3,75 

WP006 JETS .BMP FILES (5 DISKS).6.25 

WINDOWS OVER IB’S 

WX001 XOTIC XTASY VOL 1 (4 DISKS).4.99 

WX002 XOTIC XTASY VOL 2.2.50 

WX003 XOTIC XTASY VOL 3.2.50 

WX004 XOTIC XTASY VOL 4.2.50 

WX005 XOTIC XTASY VOL 5.2.50 

WX006 XOTIC XTASY VOL 6 (3 DISKS).3.75 

WX007 XOTIC XTASY VOL 7 (3 DISKS).3.75 
























































































































































































































































































































































































































































































































































































Dean Evans drinks 


toes, so we thought 


that he should tackle 


Core’s newest offering. 


00-<SH3-€HSHS>^ 


physique, floppy hair cut and, most 
importantly, three inch thick NHS glass¬ 
es. Bizarrely, he’s the brains of the three 
you’ll meet, while Dino Fagoli, as fine a 
figure of a cartoon stereotype as you 
could ever wish to control, gets a pair of 
shoulders at least twice as wide as the 
rest of his body, a muscle shirt to 
expose the self-same shoulders, and a 
line of patter that has just enough 
‘um...’s and ‘duh...’s to remind us of his 
improbable stupidity. 

Which leaves Donna Fatale, who 
completes the stereotypical threesome 
with a dress so short that it should get 
her arrested, and so ridiculously tight 
that it’s a wonder she ever squeezed her 
unfeasibly large breasts into it. Four 
inch stilettos and flaming red hair down 
to her non-existent backside complete 
the ensemble. 

It’s with these three characters, 
depicted in lovely SVGA animations, 
that you have to strut around a 
Capitalist Moscow, eating Great Bear 
Burgers and drinking Vodka Cola, all in 
a bid to uncover the fiendish plot (and 
let’s be fair about it, which adventure is 
complete without at least one fiendish 
plot) by Russian army hardliners to 
bring back the good old days of bread 
rations and Siberian gulags. 

Yp<; vniir nrip'in;^l nlan<; 


find out what’s going on, and being 
good, curious Americans you just have 
to stick your noses in, all in the name of 
burying Communism once and for all. 

With this crusading attitude you can 
charge around the beautifully depicted 
locations, listening to the excellent 
sound and speech, admiring the smug 
‘backward ex-Commie nation’ humour. 
There are lots of cheap digs at the way 
American culture has corrupted the old 
Soviet Union, including a discrete nod to 
the creator of Tetris when you talk to a 
child with a Gameboy. It’s all done in 
the best possible taste, cheeky to both 
East and West for their failures in 
Russia, without ever getting really polit¬ 
ical about it. The jovial cartoon atmos¬ 
phere is what counts here, and there’s 
plenty of it. 

The trouble is that the designers 
were clearly very conscious of the fact 
that they had decided to program a 
‘humourous’ adventure, and at times 
the persistent one-liners start to grate 
enormously. The characters’ comments 
when you examine items are appreciat¬ 
ed every now and again if they’re 
witty, but if 
they genuine¬ 


ly couldn’t think of a good gag to go 
with the command ‘examine perfume 
bottle’ then it would have been better to 
leave it alone rather than try for a forced 
laugh. In the end, adventuring verges on 
the irritating more than amusing. 

The control system is 
actually one of the nicer 
parts of the game, and goes a 
long way to show just how 
technically competent BRA 
is as an adventure. There is 
no interface on the screen, 
so the whole area can be 
used to draw the graphics. 

Flold down 


laying humourous 
adventure games is 
often like having a 
whole barrel of beer to yourself. It’s 
great for the first few nights, but then 
the whole thing goes a bit flat and it 
starts leaving a nasty taste in your 
mouth. In this respect. Core Design’s 
Big Red Adventure (or BRA as it’s 
affectionately known in the PC GAMES 
office) is no different to the rest. 

BRA is set in the new look, scrubbed- 
clean-of-Communism, no-holds-barred- 
embrace of Western culture Russia, 
where an unlikely trio of characters has 
assembled, austensibly to steal one 
of the Tsar’s priceless heirlooms. 
Don’t worry, I’m not going to make 
lots of Russian jokes in this review, 
because you get them all (and then 
some) if you play the game. 

You begin the game controlling 
Doug Nuts. He’s the 
personification of 
all things geeky, 
an unenviable Mr 
Puniverse 






















Apart from being a totally gratuitous picture of Donna’s pro¬ 
file, you can see the amount of detail in each SVGA location. 


Now this is far more the kind of decor I tike to see. As for that 
dress of Donna’s, the less said the better... 


This is where it all begins, in your tastelessly decorated hotel 
room. Personally I’d have prefered mirrors on the ceiling... 


the right mouse button for the inventory 
screen to appear. Then run the mouse 
over an object and let go of the button 
to take the object. Finally click it on the 
object in the location to use it with that 
object. Easy, and elegant. 

There are a couple of generic icons 
in the inventory too, such as pick up, 
open and talk to. Again, click them on 
an object to get the desired result 
(unless, obviously, you try talking to 
something daft like a lamp-post, in 
which case you’ll simply get a sarcastic 
comment, and deservedly so). All in all, 
it’s a system that would make the likes 
of LucasArts proud had they used it. 


Talking to characters, of which there 
are about fifty in the whole game, is a 
case of using the ‘talk to’ icon on them 
and then picking a speech bubble out of 
a choice of up to three in response to 
what they have to say. Expect some 
heavy-duty double-entendres and silly 
word play along the way. 

You may say that fifty characters 
doesn’t sound like many, and I’d have to 
agree. Granted, the whole adventure 
feels well populated, and everybody you 
meet has something to say for them¬ 
selves, but the fact is that there aren’t 
that many locations in the first place — 
about a hundred in total. Admittedly 



The control interface is small and unobtrusive and so, unlike Day Of The Tentacle’s, it doesn’t 
clutter up half the screen with the GET, LOOK and USE icons. 



The plot? Ah, yes. At the beginning of the game Doug and his cronies plan to steal the Tsar’s 
jewels, but as the game progresses, an evil plot is unearthed that involves the rebirth of 


Communism, long leather boots and world-wide military domination. Now that’s more like it... 



most locations scroll left and right so 
they’re bigger than a single screen, but 
it’s still not a lot. For a game taking 12 
disks and a whopping 6olVlb of your 
hard disk (we’re promised a CD-ROM 
version to take the strain off of our dri¬ 
ves), it’s surprisingly small. So, it’s 
more of a medium-sized Red Adventure 
when it comes down to it. 

The game itself is split into four 
parts, and there are less than a dozen 
puzzles in each. Some are really very 
basic indeed, offering no real chal¬ 
lenge at all. Others are spoilt by 
the clumsy use of‘subtle’ hints, 
which anybody who’s played 
an adventure in the past will 
not appreciate at all. As such, 

BRA falls down a bit in the 
quality of the adventuring. 

The humour isn’t really good 
enough to keep you playing on 
to the next guffaw, and sadly 
the puzzles aren’t strong 
enough to keep you involved 
in the mechanics of the 
game either. 

One of the things 
that I did like about the plotting and 
progress of the game was the way in 
which each part of the game can be 
solved in more than one way. If some¬ 
thing doesn’t work, then there’s no 
need to worry. There are other ways to 
get round the major problems. For 


...Day Of The Tentacle. Although BRA 
lacks the polish of the LucasArts 
adventure, the two games have a simi¬ 
lar graphical style and both allow you 
to control multiple characters. Day Of 
The Tentacle (DOTT) revolves around 
the geeky Bernard, the brain-fried 
Hoagie and the dippy Laverne as they 
travel between different time zones in 
time-travelling toilets. Weird, bizarre, 
but thoroughly brilliant. 


example, without giving too much away 
I can tell you that in the first section you 
need to go to a TV show where you can 
win a prize or get a runner’s up gift. 
Either way, you can still go on to finish 
that section and save the day, albeit 
using different bits of lateral thinking 
later on in the game. 

BRA is a bit of a pick and mix as far as 
computer adventures goes. You get 
some very nice parts, and then there are 
areas where the whole thing falls flat on 
its face, despite all the effort that has 
clearly gone into it. It’s a nice effort 
and, if the designers iron out the 
rough edges, next time they 
1 could be on to a real winner. As 
for you, the discerning graphic 
adventurer, if you want tricky puz¬ 
zles, good plotting and witty dia¬ 
logue, there are other, better 
games around than this one. 


BIG RED ADVENTURE 


Core/Dynabyte 


20MHz 386, SVGA, 2Mb of RAM, 60Mb 
of hard disk space and mouse. 


ALSO SUPPORTS 


Sound Blaster and Ad Lib soundcards. 


THE GOOD... 

* The graphics are really very nice. 

* The sound’s not bad, either. 

% You never quite know where the plot 
will take you next. 

...AND THE BAD 
41 The programmers’ sense of humour 
gets very annoying after a while. 

41 Not-so-subtle hints throughout 
make it all too a bit too easy. 














































etal Marines and I 
have what you might 
call a love-hate rela¬ 
tionship. I love it, 1 hate it, I swear at it 
and yet I can’t get enough of it. It’s one 
of the most addictive, compulsive, 
annoying, frustrating and thoroughly 
wonderful games I’ve played in ages. 
And now that I’ve totally confused you, 
I shall endeavour to explain myself... 

Metal Marines is a bit like that old 
pen and paper game. Battleships. You 
have three bases, the enemy has three 
bases and you have to blow up his 
before he blows up yours. It’s good. 
Extremely good, in fact. I know it 
doesn’t sound a barrel of laughs or a 
complex strategic challenge, but believe 
me, this is one of those games which 
has you reaching for the ProPlus in the 
small hours of the morning. 

The idea behind Metal Marines is to 
take on a series of computer opponents 
or, if you have 8Mb of RAM and a 
modem or serial cable, a human player, 
over various different levels. Your island 
is located in one window, the enemy’s is 
in another, your statistics (cash avail¬ 
able to you and the number of bases 
still standing) occupy a third window 
and the installations (missile launchers, 
interceptor missiles and so on — see 
the Mean Marines box out) appear in 
the fourth. All of these windows can be 




The various terrain types include grass, snow and desert. Not that the terrain makes any real 
difference to the gameplay, mind you... 


re-sized and moved around so the 
whole interface is fairly flexible. 

When you start a game, you’ve got 
to place your bases on your island. Once 
that’s done you can start building instal¬ 
lations, upgrading the existing ones and 
attacking the other player. On the early, 
easy levels, your island comes ready- 
equipped with quite a few installations, 
and you may only have to build a couple 
of things to get you going. Later on, 
though, you’ll find that you start with 
quite a bit less and the enemy, lucky fel¬ 
low, has tonnes of high-spec military 
hardware to attack you with. 


There are two types of weapon in the 
game, missiles (self explanatory, really) 
and metal marines. Metal marines are 
like large transformer robots, and their 
job is to fly over to the enemy island and 
to take out as many installations as they 
can before they are destroyed. So let’s 
say you want to attack using a missile or 
marine. You just click on the weapon of 
your choice and drag it on to the enemy 
island in the other window. Simple. 

Until you make an attack, the enemy 
island appears blank and you soon dis¬ 
cover that the weapons are useful, first¬ 
ly (and obviously) because they blow 
things up, and secondly, because of 
their reconnaissance function. As soon 
as you launch a missile, you can see 
exactly what lies in the area it’s been 
aimed at. This means that even if it is 
shot down by interceptor missiles, the 
position of the interceptor batteries is 
instantly revealed, so using your mis¬ 
siles and marines, you must try and 
reconnoitre the enemy turf and uncover 
the position of the bases. 

But whilst all this is going on, the 
enemy is trying to do the same to you 
and so, consequently, you need to 
spend as much money on defences as 
you do on weapons. Your main defences 
are interceptor launchers and gunpods: 
the launchers to shoot down missiles 
and the marines to get rid of trespassing 
enemy marines. Interceptors are not 
always accurate (accuracy is improved 
by the addition of a radar or two) but if 
you have enough of them you can even 







t102M 52E Boses:! 


owwilh Q bose icon is your builder window. 1 


Commandef Jones 


David Upchurch once 
had a Morris Marina, 
but there was more 
body filler than metal 
in it. Oh, Marines.,. 


shoot down enemy marines while 
they’re still airborne. If they do land 
(and they will, most of the time) the gun 
pods should be very effective. However, 
the gunpods aren’t indestructible and 
so you shouldn’t rely on them too much. 

The metal marines are the second 
option. Not only can they attack, but 
they’ll also spring into action if enemy 
marines venture onto your territory. 
Consequently, it’s often better to use 
these as your main line of defence and 
have the gunpods as a back-up. They 
won’t protect against missiles. 

That sounds simple enough, but 
there’s another factor to take into con¬ 
sideration — money. Everything you 
build costs, so while you’re busy fight¬ 
ing, defending and building, you also 
have to keep an eye on your bank bal¬ 
ance. Your money supply does replenish 
itself very slowly, but installations are 
expensive to build and if you run out of 
cash, you have to waste valuable time 
waiting for funds to build up before you 
can build something new. 



Actually, it’s not a lot like anything, but 
if you’re after an addictive Windows- 
based game you could try Loderunner 
from Sierra. The idea of this platform 
puzzle game is to collect the gold and 
avoid the evil monks — a simple 
enough idea but one that proves 
fiendishly addictive in practise. The 
game also includes a level builder so 
you can try designing your own levels. 















































































Missiles, like marines and interceptors, 
come in two strengths; single and dou¬ 
ble. A double missile is twice as likely 
. to hit its target. > 


Gunpods are designed to destroy invad¬ 
ing enemy marines. They are less useful 
. against gold marines, though. > 


The radar improves the accuracy of your 
interceptor missiles, but is vulnerable to 
k attack from enemy marines. J 


Interceptor missiles, er, intercept 
enemy missiles. Double interceptors 
are twice as likely to be successful. 


Marines are useful for both attacking 
and defending. They come in two 
strengths: standard silver and extra 
tough gold. 


Administration Headquarters. This is 
fairly expensive to build but helps you 
build up cash quicker than you would 
^ do otherwise. . 


Your base. Actually, you get three of 
these on most levels, and your aim is to 
^ keep them safe. > 


Mindscape/In-House 


( 01444)246333 


you achieve this, you move on to a hard¬ 
er level. I’m not sure exactly how many 
levels there are, because I’ve been play¬ 
ing this solidly for a fortnight and I 
haven’t reached the end yet. What I do 
know is that some of the levels are 
almost impossible, but because the 
game is so addictive you just have to 
keep playing it over and over again until 
you’ve beaten it. 

This is why I say I have a love-hate 
relationship with the game. I may curse 
it to hell, but I just can’t leave it alone. 
The beauty of Metal Marines is its sim¬ 
plicity. You can pick it up almost instant¬ 
ly without even reading a manual, but it 
offers a real long-term challenge. And 
while it gets harder as you go along, the 
rate of progression is sufficient to keep 
you interested. 

In short. Metal Marines is brilliant. It 
may not look that impressive, but it has 
real gameplay — a rare commodity in 
the age of fancy multimedia doo-dahs 
and not-very-interactive interactive 
movies. This is a game that harks back 
to the days when games were 
simple but fun. A little gem. 


ALSO SUPPORTS 


Missiles can’t be launched unless 
they’re fuelled. Building an energy 
plant cuts down refuelling time. 


Factories reduce the amount of time it 
takes to build other installations on 
your island. 


You shouldn’t have to worry about 
money too much on the early levels, but 
later on you won’t have a lot to spend 
and you frequently have to choose 
between offensive and defensive 
weapons. This may not sound too bad, 
but the enemy has a frustrating tenden¬ 
cy to wipe out all your installations, 
leaving you unable to attack or defend. 
It’s precisely this that makes the game 
challenging: if it was too easy, it 
wouldn’t be any fun. 

Of course, your ultimate goal is to 
wipe out the enemy’s bases and when 


You can make your base look like an 
innocent little house to stop the bad¬ 
dies noticing it. 


METAL MARINES 


33MHz 486, SVGA, 4Mb RAM, 12Mb of 
hard disk space, Windows 3.1, mouse. 


Sound Blaster and Roland soundcards. 


THE GOOD... 

* More addictive than chocoiate. 

* Extrremely si m pie to grasp yet very 
challenging to play. 

* Lots and lots of levels. 


...AND THE BAD 
You’ll lose your sleep, your friends, 
your social life... 















































































Revamped, reworked, repackaged and resold. Dean Evans takes a look at the latest crop of 
games that have had the or multimedia rub-down. 


X-Wing Collector’s CD 


A sk any avid gamesplayer to name a 
PC gaming classic and, in amongst 
the cries of “Syndicate!” and 
“Civilization!”, you’re bound to hear a 
chant of “X-Wing! X-Wing!” from a crowd 
of plastic lightsabre-wielding Jedi Knight 
wannabes at the back. X-Wing is the 
classic space combat game. Although it 
can’t match the awesome SVGA visuals 
of the most recent Wing Commander 
spectacular, it arguably has more game- 
play crammed into it 
than Wings i, 2 and 3 
put together — and ^ 
you don’t have to 'v 
fork out £1500 for a 
monster Pentium 
before you can start 0 
playing it. 

X-Wing’s success owes 
much to the enduring nature of the Star 
Wars legend. Hands up how many peo¬ 
ple don’t know the story of Luke 
Skywalker and his fight against the 
Empire? Step forward if you’ve never 
heard of the ‘Force’? Star Wars, The 
Empire Strikes Back and Return Of The 
Jedi are massively popular, and the films 
have spawned lunch-boxes, duvets, 
action figures, pyjamas, R2-D2 soap-on- 
a-ropes, Han Solo shoes with glow-in- 
the-dark soles, mugs, hats and — of 



course — the obligatory clutch of com¬ 
puter and video games. 

Using polygon graphics, sound 
effects digitised from the movies and an 
interactive soundtrack, X-Wing lets you 
join the Rebel Alliance as a starfighter 
pilot and to take on the Empire’s TIE 
Fighters in a series of increasingly diffi¬ 
cult missions that culminate in the do-or- 
die attack on the Death Star itself. With 
fast and frantic space combat, complicat¬ 
ed mission objectives and some very 
tough gameplay, X-Wing is regarded by 
many (myself included) as the best 
^ space combat sim 

around. Although 
^ some might argue 

^ that it’s been sur- 

passed in the last 
few months by the 
Gouraud-shaded excellence of its sequel 
TIE Fighter, if you’ve ever secretly 
dreamed of flying a snub-nosed fighter 
against one of those triangle-shaped 
Star Destroyers, then X-Wing is still well 
worth a look. 

And this is especially true now with 
the release of the X-Wing Collector’s CD, 
a package that contains a revamped ver¬ 
sion of the original X-Wing game plus 
the two expansion disks, digitised mis¬ 
sion briefings and six brand new mis¬ 






sions. The game itself has remained 
basically unchanged but, as you can see 
here, the big difference is that LucasArts 
has jacked up the original’s crude poly¬ 
gon graphics to TIE Fighter standards, 
and so all of the X-, Y-, B- and A-Wings, 
not too mention all the Imperial space¬ 
craft, are now beautifully Gouraud- 
shaded. The sound has also been digi¬ 
tally remastered and so the effects are 
sharper and the music is much crisper 
and clearer than ever before. 

As well as the enhanced X-Wing 
game, the Collector’s CD also includes 
both the Imperial Pursuit and the B- 
Wing data disks, giving you five huge 
Tours Of Duty to play in total. LucasArts 
has also included a handy Top Ace pilot, 
which allows you to fly any of the mis¬ 
sions and view any of the cinematic 
cutscenes in any order you choose. So, 
if you fancy skimming along the surface 
of the Death Star or piloting the 
Rebellion’s new B-Wing bomber, you 
don’t have to battle through twenty 
scene-setting missions before you get 
to the really good ones. 

Another major change is the addition 
of full digitised speech to the mission 
briefings — there are approximately 
1,000 lines of recorded dialogue in the 
game. Finally, and no doubt with new 
players in mind, LucasArts has also 
included a new Easy mode which makes 
some of those ultra-hard missions 
slightly easier to finish. Of course, you 
can still play X-Wing on the default diffi¬ 
culty setting, but if you’re being over¬ 
whelmed by the TIEs and Assault 
Gunboats, tweaking the difficulty down 
a notch may just avoid the inevitable 
frustration that you feel when, no mat¬ 
ter how hard you blast, you just can’t 
beat a particular mission. 


Without a doubt the X-Wing 
Collector’s CD is a lovely package, 
although if you already own the original 
you probably won’t want to fork out 
another £45 for some Gouraud shading 
and a bit of speech. But if you haven’t 
played X-Wing before, the revamped 
game is every bit as good, if not slightly 
better, than TIE Fighter. 

But it’s not all good news. Sadly, 
some of the loading times between the 
sections are a bit long, but obviously if 
you have a fast CD-ROM drive plugged 
into a fast PC, this doesn’t really pose 
much of a problem. Also the cutscene 
graphics have dated very badly, espe¬ 
cially when compared to those in TIE 
Fighter and the stunningly good Dark 
Forces, but the combat is the same, 
challenging and absorbing experience 
that it always was. 

All in all, X-Wing is still way ahead of 
anything Origin has to offer in the Wing 
Commander series. If you’re a Star Wars 
fan (and let’s face it, who isn’t?), you’ll 
love it. 


i/LucasArts 


33MHz 386, VGA, 2Mb RAM, iMb of 
hard disk space and CD-ROM drive. 


ALSO SUPPORTS 


Joystick; Sound Blaster, Ad Lib, Pro 
Audio Spectrum, General MIDI and 
Roland soundcards. 


Overall 87% 











































EarthSiege^° 

T o be honest, there’s actually very lit¬ 
tle difference between the disk ver¬ 
sion of Sierra’s EarthSiege and the all¬ 
singing, all-dancing CD-ROM version of 
the game. In fact, it’s not so much ‘all¬ 
singing’ as more of a ‘quick warble’. As 
for the ‘all-dancing’ part, think of your 
granny trying to ‘get down’ to 2- 
Unlimited at a wedding reception... 

No, if you haven’t got a CD-ROM 
drive, there’s nothing even remotely 
spectacular about the multimedia ver¬ 
sion of EarthSiege. The bulk of the game 
is exactly the same, i.e. you stomp 
around in a variety of skyscraper-sized 
robots (HERCS), blasting Cybrid ene¬ 



mies, bases and aircraft. You can 
choose the Instant Action or the Single 
Mission option (fairly self explanatory, I 
think) or you can slip into your 
Cybertrunks and dive in at the deep end 
with the lengthy campaign option. 

Again, the robots are gorgeously ani¬ 
mated and all of the objects in the game 
are fully Gouraud-shaded and texture- 
mapped. If you didn’t catch the review 
in the last issue, EarthSiege is an 
extremely atmospheric game and 
although the gameplay is very reminis¬ 
cent of a tank simulation, EarthSiege is 
still one of the more refreshing combat 
sims I’ve seen in the past six months. 

As for the new bits, there’s not really 
much to speak of. The intro sequence is 



now one seamless animation, rather 
than the slideshow of pretty pictures 
that appeared in the disk version, while 
the only other notable difference is the 
fact that the mission briefings and the 
wingman chatter now have full digitised 
speech to accompany the text. And 
that’s it really. EarthSiege just serves up 
the usual multimedia baggage, and as 
far as I can see there’s no massive dif¬ 
ference between the two versions at all. 

But despite the lack of CD innova¬ 
tions, EarthSiege CD is still a very good 
game and although it doesn’t boast a 
multi-player link (Battledrome should 
more than make up for that) or an extra 
campaign (look out for the inevitable 
expansion disk and then EarthSiege 2 
later this year), if you’re looking for a 
combat sim that’s a little different, with 
huge death-machines that pack a lethal 
array of futuristic weaponry, then look 
no further than this. Yes, the gameplay 
does get a little dull and repetitive after 
a while, but the animation is nice, the 
graphics are dazzling and there’s 
enough action on offer to keep you play¬ 
ing for a couple of months. 




Overall 85% 


1942: Pacific Air War 
Scenario Disk 


I f 1942: Pacific Air War had a gang. I’d 
be in it. It’s probably the best and the 
most authentic WW2 flight sim that I’ve 
played. It takes the words ‘comprehen¬ 
sive’ and ‘detailed’ and shoves them in 
your face before you have a chance to 
duck out of the way. Yes, it’s that good 
— and with the arrival of this scenario 
disk, it’s even better. 

The scenario disk is actually a stop¬ 
gap product before the release of 1942: 
Pacific Air War Gold, the CD-ROM edi¬ 
tion of the game that boasts all our old 
multimedia friends such as Full-Motion 


Video, tutorials, photographs, digitised 
speech, etc. Obviously, PAW Gold will 
include this scenario disk as well, which 
introduces six new planes, 300 new mis¬ 
sions, two new campaign theatres and, 
most importantly, a multi-player com¬ 
munications options. 

A modem link-up was the only thing 
that the original game lacked, and while 
the scenario disk doesn’t let you take 
part in multi-player carrier battles 
(shame), it does let you fly the missions 
either cooperatively or head-to-head. In 
case you were wondering, MicroProse 



hasn’t included a multi-player carrier 
battle option because without a time 
speed-up facility and access to the map 
in multi-player play, coordinating 
strikes and CAPs would be a nightmare. 
The Pacific War lasted over three years 
and, as the game runs in real-time, you 
could have played for four weeks before 
you even found the japanese fleet. 
Realistic? Yes. Fun? I don’t think so. 

You can play the multi-player mis¬ 
sions over a modem or via a serial cable 
and, like Doom, there is a ‘chat’ facility 
so you can discuss tactics or hurl abuse 
at the other player. The scenario disk 
also introduces six new army planes: 
the japanese George, Tony and Frank, 



and the American P-38 Lightning, P-40 
Warhawk and the P-51 Mustang. If that 
isn’t enough, the disk also adds digi¬ 
tised speech to the game too, so you 
can listen to the pilots shouting “I can’t 
shake him” and “I’m hit!”. 

With the addition of the scenario 
disk, 1942: Pacific Air War is now the 
game it should originally have been. It’s 
massively atmospheric (now even more 
so with the digitised speech), and if 
you’ve yet to sample the Pacific War 
MicroProse-style then hang around for 
1942: Pacific Air War Gold, which looks 
absolutely stunning (see page 23). With 
the addition of this disk, MicroProse has 
finally got PAW absolutely right. It adds 
a wealth of new features and it’s nice 
and cheap to boot. Great stuff. 



Overall 95 % 
























































Down in the archives of software history, from the sacred Pit of Games Long Since Forgotten (cue spooky music...), 

yet more old-timers are dusted off and put on show for their all-new budget release,.. 


The Patrician^® 

The Patrician is a seafaring trading 
game set ye olde Europe, it’s a 
cutthroat life of back-stabbing and 
mutiny, in which plucky sea-dogs must 
bargain, bribe and fight they way to 
the top. Sounds interesting, yeah? 
Well, er, no. What could have been a 
wonderfully absorbing nautical epic 


actually turns out to be a tedious, 
unexciting waste of both time and the 
CD medium. 

The game can be played in either 
quick or full mode, the latter being a 
more in-depth beast best left for 
gamers with no friends and lots of spare 
time on their hands. Opting for the 
quick game awards you with a cash 
lump-sum to buy a ship and crew, as 
well as cargo to sell later in the game. 

Aside from trading across the 
treacherous seas, there’s plenty to do 
on dry land — providing you have the 
cash. It’s true, money does make the 
world go round, and without it you 
won’t be able to construct new and big¬ 
ger boats armed with cannons to fend 
off attacking pirates. Making money is 
fairly easy for the discerning trader, 
although the penny-less player can 
resort to the money-lender who’ll give 
out cash but expects twice as much in 
return. Of course, you could marry into 
a wealthy family, but rich women don’t 




usually go for hairy boatswains 
smelling of haddock. 

Graphically The Patrician is far from 
inspiring, consisting of little more than 
a dozen, fairly well-drawn static scenes 
and the odd animated sequence. The 
sound is particularly average too, with a 
(slightly) atmospheric sound-track 
occasionally interrupted by the squawk 
of a passing seagull. 

And that’s about all The Patrician 
has to offer. It’s by no means the worst 
game ever, but there are so many other, 
more competent (and fulfilling) strategy 
games around. 


Arcade Pool/Overdrive“ 


For the time being. Team 17 are concen¬ 
trating on their ever-reliable Amiga 
conversions until their work on PC- 
specific games nears completion 
towards the end of 1995. Until then the 
Wakefield-based developers have kept 
the PC-burner bubbling over by 
bundling two of their most popular 
games onto CD and packing in loads of 
new sound effects. What’s more, 
they’ve slapped on a respectable £20 
price tag. Good, eh? 

The first title on the disc is Arcade 
Pool, which many will have already 
seen on disk. Well, this is the CD ver¬ 
sion which is essentially the same 
game, but with new sound effects and 
enhanced music. 

Arcade Pool, unlike Archer 
Maclean’s Pool, opts for a top down 
view of the table which works surpris¬ 
ingly well. The game is visually fairly 


simplistic and balls look ‘chunky’ and 
perhaps a little oversized, and they’re 
either red and yellow or numbered 
spots and stripes depending on which 
game mode you choose to play. 

The game features virtually every 
version of pool you could care to men¬ 
tion (9-ball, 8-ball, speed ball, etc.) and 
there’s even the option to customise 
your own game, creating your own set 
of rules and altering the colour of the 
baize and so on. 

Up to eight human or computer play¬ 
ers can take part in a competition, the 
latter appearing in varying degrees of 
skill. The weakest computer player pre¬ 
sents very little challenge, while the 
toughest opponent performs ridiculous 
four-ball plants to win the game with a 
single visit to the table. 

While looking considerably more 
basic than Maclean’s Pool, Team 17’s 


title is thoroughly entertaining while 
the physics of the balls is virtually flaw¬ 
less. And it’s cheap too — so what more 
do you want? 

Overdrive, the other title appearing 
on the CD, is an overhead racer reminis¬ 
cent of the ageing Amiga classic. 
Supercars, or even the more recent 
Power Drive from US Gold. Unlike 
Arcade Pool, Overdrive was never 
released on disk and therefore makes 
it’s debut on this budget CD. 

Overdrive is a fun driving game 
rather than a full-blown simulation, and 
as such you don’t have to worry about 
braking, shifting through the gears and 
stopping in the pits — just slam your 
foot on the accelerator and don’t stop 
for anyone! There are four vehicles to 
drive — a zippy formula one car; a 
rugged off-road buggy; a 4x4 truck; or a 
powerful sports-car — and each race is 
set on one of five courses — city 
streets; icy roads; a desert track; a 
Grand Prix circuit; or in the 4x4 arena. 





Overall 57% 




Each race has an entry fee, the high¬ 
er the fee the bigger the prize money 
awarded to the winner. As races are 
won, your bank balance increases 
steadily which allows you to bolt 
power-ups and a selection of other 
boosters to your car. Various bonuses 
are also found on the track, along with 
turbo pads and fuel top-ups which 
prove invaluable. 

Again, Overdrive is an Amiga conver¬ 
sion which could put some people off 
this CD, but on the plus side, you do get 
two good games for a mere twenty 
quid. Okay, they may look simplistic but 
both are very playable, and all in all, the 
combination of Arcade Pool and 
Overdrive is a good, no-nonsense 
release worthy of consideration. 


Team 17 /In-House 
( 01924)267776 
£ 19.99 Out Now 

MINIMUM SPEC 


20MHz 386. VGA, 2Mb RAM and CD- 
ROM drive. 


ALSO SUPPORTS 


joystick; mouse; Sound Blaster and 
Gravis UltraSound soundcards. 



































Legends Of Valour 

Very much in the same vein as Ultima 
Underworld, Legends Of Valour is a 
first-person role-playing game which 
uses a slick 3D engine to swiftly shift 
through the pixillated town of 
Mitteldorf. And it’s in this quaint 
village that the game unfolds — within 
minutes of talking to the locals, insults 
are hurled (“You smell like a dead 
Kobold’s armpit!”) and fights ensue. 
Yep, Mitteldorf is a hostile place, so 
you’d better buy a sword quickly! 

Even though a bruised body is bad 
for the ego, fisticuffs is a perfect oppor¬ 
tunity to practise those jabs needed to 
defeat the blood-hungry monsters 
which appear later in the game. It’s an 
RPG, and you begin with little money 
and even fewer skills. Your abilities can 
be improved with practice while cash 
can be earned by running errands and 
by getting a job. You’ll need a place to 
stay, which is expensive. Gambling is 
one solution, but trading weapons and 
other items from your inventory pro¬ 
vides more lucrative results. 




Getting on with the menial tasks of 
everyday life is all well and good, but 
it’s not until you join one of WlitteldorPs 
guilds that the action really begins. 
Quests are issued by each guild and 
success rewards your character with 
more advanced skills (including magic 
and spells) until you ultimately 
progress through to the rank of 
Guildmaster. But what then? Just enter 
another guild and embark on another 
load of quests. 

Put simply. Legends Of Valour is an 
excellent RPG, one which compares 
favourably to Origin’s highly acclaimed 
Ultima Underworld. 



Overall 8i% 


Red Baron 

Red Baron is Dynamix’s First World 
War aircraft simulator which, by 
today’s standards, is frighteningly 
primitive when compared to Dawn 
Patrol or Wings Of Glory. In all 
honesty. Red Baron looks as ancient as 
the aircraft themselves. 

Rather than including a full-blown 
campaign scenario. Red Baron is a 
' series of short missions in which the 
pilot picks one of a selection of well- 
known WWI planes (Sopwith Pup, 
Albatross, etc.) to battle against a num¬ 
ber of both German and British fighter 
aces, including Baron Von Richthofen, 
the infamous Red Baron. 

Recreating the aerial dogfights over 
enemy lines. Red Baron was developed 
for the humble 286 and therefore 
moves like lightning on an average 486. 
Combat is fast, furious and, although it 
may not look as spectacular as Origin’s 
title, it’s still great fun screaming 
through the sky in little more than a 
wooden crate powered by a lawn- 
mower engine. What’s more, you also 
get to attack Zeppelins and strafe 
ground targets. 

However, it’s difficult to ignore the 




fact that Red Baron does look incredibly 
dated. Lately, flight sims on the PC have 
advanced in great leaps and now, nearly 
three years later. Red Baron looks and 
feels much too archaic. 





King’s Quest V 

King’s Quest V was (and still is, to 
some extent) breath-taking. Back in 
the mists of time when the humble 
286 was the accepted industry stan¬ 
dard, KQV was one of the most visual¬ 
ly spectacular adventures around, fea¬ 
turing hand-drawn backdrops digi¬ 
tised in vibrant 256-colour VGA. It has 
also got one of the most sickening 
story-lines ever, with sarcastic owls, 
talking ants and loads of happy, love¬ 
ly people. Eurgh! 

King’s Quest V was Sierra’s first 
icon-driven adventure game, dispens¬ 
ing with the text-input interface found 
in the previous KQ titles. Now, instead 
of physically typing actions, you could 
simply select an action icon (walk, talk, 
use, etc.) from the menu bar and then 
click the cursor to execute the action. 

It was also the first 256-colour 
adventure from the Sierra stable, fea¬ 
turing gorgeous hand-painted back¬ 
drops which were digitised into the 
game. In terms of presentation. King’s 
Quest V stands proud against many of 
today’s adventures, although it’s not 
nearly as impressive as Sierra’s new- 
style games, namely KQVII, which is 
packed with Disney-style cartoon char¬ 
acters which glide gracefully across 
the colourful scenery. 

Even though King’s Quest V is now 
nearly two-and-a-half years old 
(doesn’t time fly?), it’s still looks very 
nice indeed. True, the character sprites 
are small compared to the compara¬ 
tively giant-sized Sam a Max, but then 
the two games are stylistically very dif¬ 
ferent — as opposed to SaM’s comic 
capers, KQV has the feel of a fairy tale, 
and therefore everything is, er, coated 
with sugar and spice and all things 
nice. Occasionally the game take this 
cutesy-wutesy loveliness a little too 
far, vomit-worthy is the word that 
springs to mind. Nothing should be 
this nicel 

As you’d expect from a Sierra game, 
the virtually faultless presentation is 
tied off nicely with some good sound. 
However, the King’s Quest games 
never were cosmetically lacking. In fact 
the only problem with KQV is the frus¬ 
trating player control system, which 



sadly makes the game almost too 
annoying to play. 

Around the same time as King’s 
Quest V was released. Monkey Island 
appeared and sported a hilarious plot- 
line and an intelligent cursor system 
which highlighted any objects of 
importance. This made the game much 
simpler to play but didn’t actually take 
anything away from the challenge ele¬ 
ment of the game. Sierra’s control 
mechanism is far more primitive, and 
time is often wasted as the scenery is 
scoured for that one important object 
that you need to solve a puzzle. This 
pixel-hunting is frustrating, and makes 
KQV far less appealing than, say. 
Monkey Island or in fact Sierra’s more 
recent titles. 

Considering the plot behind the 
game is very much a children’s fairy 
tale, you’d expect it to be aimed at the 
younger gamer. This is not the case, 
however, as the game is surprisingly 
tricky at times, not just because of the 
riddles but mainly due to the control 
system. Even at a budget price. King’s 
Quest V’s lavish facade doesn’t man¬ 
age to gloss over the glaring flaws in 
the gameplay and with Monkey Island 
2 out on budget too, if you haven’t 
played either, Guybrush and LeChuck 
win hands down. 



Overall ji% 
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Order hotline. 0793 514188 





PawEifui §aftwarE for PawEtfiil PC SystEms 



□ Microsoft ENCARTA ’95 cd rom 

The most up to date Encyclopedia available on CD 
ROM. Includes hundreds of megabytes of infomation, 
animations, sound and picture files. 

Only £49.00 ex. VAT 
£57.57 inc. VAT 



□ imagine OBJECTS 

A collection ot over 100 great 3D objects for i 
Imagine as featured on PC Format cover disk. 


£17.00 inc. VAT 



□ ADULT SENSATION 

NEW! NEW! NEW! 

Over 3000 high quality GIF images on CD all in 
glorious 256 colours. 

£19.99 inc. VAT 



□ SPECCY SENSATION cd rom 

NEW! NEW! NEW! 

Over 200 classic Spectrum games with the emulator on 
one CD. All the classics are here. A great buy at just 


£19.99 i 


. VAT 



: . 

. 




□ 600 BUSINESS LETTERS 

Over 600 pre-written business letters, you simply fill 
in the gaps. From disputing your phone bill to sacking 
an employee, they’re all here, over 600 of them. 



□ GFX SENSATION cd rom 

Superb new CD title containing hundreds of great 
Imagine objects. Lightwave objects, Graphics tools, 
24bit Images etc. 


□ CD Rom version 


£19.99 inc. VAT 



□ WINDOWS WALLPAPER 

A collection of three disks containing over 25 
stunning wallpaper images of glamour girls for use in 
Windows. 

£10.00 inc. VAT 



□ THE CLASSIC COLLECTION cd rom 

Features four excellent adult games. Strip Poker, 
Centrefold Squares, Jigsaw Pinups and Strip Poker 2 

Only £29.99 
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□ COVERGIRL STRIP POKER cd rom 

Play Poker against eight beautiful women, including 
Maria Whittaker & Trine Michelsen. Features over 
15 minutes of video, 3 players, 6 music tracks and a 
choice of language. 

£19.99 inc. VAT 



□ 50 WINDOWS GAMES 

Over 50 great arcade games for Windows. Includes: 
Battle Zone, Asteroids, Missile-Command, Invaders 
and loads more. 

Order Code: PWDG6-3 

£6.00 inc. VAT 



□ Microsoft DINOSAURS cd rom 

A superb educational and reference title, Learn about 
every dinosaur, how they lived, what they ate, and 
why they died. A superb title for all the family. 

£39.95 inc. VAT 



□ DELUXE STRIP POKER 2 

Play poker against some of the most glamorous 
women in the world. Various opponents to play 
against. (Available on 3.5" disks) 

£12.00 inc. VAT 
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□ THE CHESSMASTER 3000 cdrom 

Features Chess Tutor, Teaching Display. An opening 
library of over 150,000 moves. Up to 10 players, 
stunning graphics and more. 

D CD Rom version £19.99 inc. VAT 

D Floppy version £18.99 inc. VAT 



Contains over 25,000 clipart images. 

Colour and Mono 

There’s no better value Clipart CD. 


4 


THE NATIONAL 
LOTTERY 


□ JUST LOTTO 

Just Lotto is a new Windows package. Each week 
you enter the winning numbers from that week’s 
draw, and Just Lotto learns from experience using 
Link Number Theory to fine tune your entry for the 
following week £19.99 inc VAT 



□ THE LION KING CLIPART 

Over 130 colour images. Great for DTP or Painting 
packages 

Order code: PLKA7-2 

£7.00 inc. VAT 



□ STARTREK MULTIMEDIA 

Hundreds of Star Trek images and WAV files 

Now only £27.99 

□ WORLD ATLAS 4 

The complete World Atlas on your PC. Learn 
about different countries. Includes over 1000 
colour images, and over 150 video clips 

Only £24.99 

□ DISTANT SUNS 2 FOR WIN. 

The complete Astronomy packages. Track 
planets, loot at star systems solar systems. Also 
features a huge amount of information about our 
solar system. Only £29.95 

□ microprose 6 PACK 

Includes 6 all time classic MicroProse games, 3D 
POOL, GUNSHIP, MIDWINDER, SOCCER and 
more. Only £19.99 

□ CYBERWORLDS 

3 ways to add a new dimension to your computer. 
Includes GLOBAL EFFECT, CYBER CHESS & 
AIR WARRIOR. Only £19.99 

□ DIGITAL LOVE 

Unique Adult title. Only £19.99 

□ MAVIS BEACON TYPING TUTOR 

Voted THE BEST typing tutor available on the 
PC. Only £39.99 

□ SUPER ARCADE GAMES 


□ WOMEN IN MOTION 

Animation files £14.99 

□ SPACE SHUTTLE 

The Space Shuttle simulator Only £19.99 

□ SOFTWARE TREASURE CHEST 

Large collection of games, tools, fonts & 
graphics. £19.99 

□ ADULT VISION CDROM 

Over 1000 GIF images £19.99 

□ SOURCE CODE CDROM 

Over 600 Sourcecodes. £19.99 


□ SUPER GAMES FOR WINDOWS 

Over one hundred ready to run Windows games. 
Classic games as well as some new unique games 
are included. Only £19.99 

□ CLIPART WAREHOUSE 

Over 11,000 top quality PCX, TIF clipart images 
for use in almost any Desktop Publishing 
Package, An absolute bargain at £19.99 

□ MULTIMEDIA PLATINUM WIN 

Includes Video clips, full colour images, icons, 
sound files and animations £19.99 

□ PUBLISHER PLATINUM WIN 

A collection of the best clipart (over 5000 
images), Hundreds of fonts and dozens of 
publishing tools for Windows. £19.99 

□ EDUCATION PLATINUM WIN 

Easy to use CD full of learning games. Requires 
Windows. Only £19.99 

□ GAMES PLATINUM WIN 

Hundreds of top quality games for Windows. 

£19.99 

□ CICA WINDOWS COLLECTION 

Over 3000 programs for use in Windows. Utils, 
400 games, Icons & Programming tools. Latest 
release only £19.99 

□ PCSIG’S WORLD OF WINDOWS 

Over 350 tools. Over 2000 sound files, 900 True 
Type fonts, and over 10,000 Windows Icons. 

£19.99 

□ WORLD OF EDUCATION 

Over 600 Educational programs for all ages. 
Maths, spelling etc Only £19.99 

□ SOUND SENSATION 

Includes SoundFX, Voices, Music, Sound clips 
and utilities for use with any PC fitted with a 
sound card. Only £19.99 

□ WINTER SUPERSPORTS CD 

The Arcade sports game of the year. Introductory 
price. £14.99 


□ SPACE AND ASTRONOMY 

Over 1,0(K) superb 256 colour images of our solar 
system. Also includes official NASA 
documentation dating back to 1962 Only £19.99 

□ WS FONTS CD 

Thousands upon thousands of fonts, suitable for 
Windows. An absolute bargain at £9.99 

□ PRO. GIF CLIPART 

Over 3(XX) high quality GIF images. All subjects 
included. Aviation, Models, People, Workers, 
Cars, Animals and more, £19.99 

□ GIFS GALORE 

A collection of over 5(X)0 images. £19.99 

□ DOOM COMPANION 

Includes hundreds of new levies and tools for 
DOOM Only £24.99 

□ CD SPEED UP 

Speed up the performance of your CD 
ROM drive by over 600%, an essential puichase 
atjust £29.99 

□ GROLIER ENCYCLOPEDIA 

Superb encyclopedia for all the family. £25.99 


□ COREL DRAW 


□ ANIMALS IN MOTION 

Animation files of animals £14.99 

□ SUPERVGA HARRIER 

Superb looking Flight sim. £19.99 

□ SOUNDS TERRIFIC (Double CD) 

Thousands of WAVS and sound FX on 2 CD 
Roms £19.99 

□ THE BUSINESS CD ROM 

Contains all the best Word processors databases, 
spreadsheets, Diarys, Invoicing software etc. £19.99 

□ SHAREWARE TRIO 

A three CD ROM set of thousands of great 
software titles. Games, Utils, Comms, Graphics, 
Sounds, and loads & loads more. £29.99 


CO ROM DRIVES, SOUIVO CAROS, CO ROM SOCTWARE. 


Priority Order Farm 

Name. 

Address. 


PC Model. 

Credit Card No.. 
Exp. 


Payment, 


Goods are not sold on a trial basis. 

ALL TITLES ARE FULL VERSIONS, UNLESS STATED. 

Please add a total of £1.00 per item ordered for Delivery in the UK & Mainland. 
Most orders are despatched within 48 hours. 

Free blank disks with orders over £35 only apply to UK orders. 


1 Oordlc^DT VmQliii© [ 

Please send me: 

QTY 

= £ 

INC VAT 

Total goods value 


= £ 

INC VAT 

Postage & Packing 

Software £ CD Rom litles add £ 1.00 per item. 

Sound Card.s add £4.00 

CD Rom Drive.s add £7.00 

All postage cosls include VAT 

= £ 

Amount enclosed 

= £ 

ALL PRICES INCLUDE V.A.T 


Ordering by Post 

Simply send us a written order with a list of (he di.sk.s you require, or 
simply lick the boxes of the titles you require, fill in your name and 
address, remove or photocopy this page and send it along with full 
payment to: EPIC MARKETING, I38-139 VICTORIA RD, SWINDON, 
WILTSHIRE, SNI 3BU, 

Collecting Disks 

PD disks can be collected same day, but if your order is quite large, 
please phone in a few hours prcviou.s lo pick-up. 

Overseas Orders 

Overseas orders are welcome, A minimum of 5 titles applies. Overseas 
please add £1.00 to each floppy disk based item ordered for 1st class 
delivery, and £2.00 per CD Rom title ordered. 

Postage & Packing 

Please add £1.00 per item, for postage and packing in the UK and 
Mainland. 

Compatibility 

All titles advertised work on any PC with a 386 or 486 processor and 
VGA or SVGA graphics, unless stated. Most titles support 
SoundBlaster. 4Mb RAM recommended. 

Ordering by Phone 

To place an order over the phone simply call any time between 9.30 & 
5,3()pm Monday to Saturday with your credit card details and the disks 
you would like to order. (Orders can usually be placed up to 6pin every 
evening). 


WHERE TO FIND US 

dii m mr 



Epic Marketing, Victoria Centre, 
138-139 Victoria Rd, 
Swindon, Wiltshire, SN1 3BU. 
Tel; 0793 514188 Fax: 514187 






























































































































































































Chapter i: 

“Where In The Blazes Am I?” 


First off, grab the ripped petticoat from the cactus, 
then walk two screens south and pick up the hunting 
horn from the skeleton — you’ll have to wait for the 
whirling dervish to move towards the bottom of the 
screen before you can collect it. Walk north and enter 
the cave. Take the basket and examine it, plucking the 
corn kernel from inside. Try picking up the jars — the 
first three will break, but the fourth will remain intact 
so stash it away. 

Leave the cave and use the corn kernel on the sand 
under the dripping water. Wait for the plant to grow, 
then examine the gourd plant to the left of the corn 
stalk. Take a look at the weird drawing on the wall 
before picking the gourd seed from the now-open pod. 


Walk east and knock on the small door under the 
sign which reads ‘Rare Curiosities’. Talk to the kanga¬ 
roo rat. Click the hunting horn on Valanice to blow the 
sand from inside and then use the horn twice on the 
left Jackalope burrow hole. Nab the patch of fur the lit¬ 
tle rascal leaves behind and pick up the glasses from 
the ground and, once again, knock on the small door. 
Give the specs to the rat, who’ll give you a turquoise 
bead in return. 

Walk two screens west, then head south. Take the 
stick and the salt crystals from the edge of the pool. 
Rotate the statue head by clicking on it, then examine 
the statue’s collar and turn the blue beads so that they 
all line up on the third column. Twist the statue’s wrist 
band and the pool will drain, allowing you to clamber 
down to the bottom. Take a closer look at the offering 
tray, then examine the empty part of the tray. Use the 
turquoise bead on the tray before taking the shaped 
brick that lies on the right. Now climb back out of the 
empty pool. 

Walk east two screens, use the ripped petticoat on 
the stick to make a flag and enter the temple to the 
right. As soon as the scorpion appears, use the flag on 
the beast to pin it to the wall — take too long and 
Valanice will be torn to shreds. Examine the small stat¬ 
ue on the right and turn the middle symbol on the front 
of the base. Place the blue bead in the right hand and 
the yellow one in the left, then drop the red bead on 
the pedestal to the right of the statue. You’ll be 
rewarded with yet another turquoise piece, which 
should be used with the other part to create an odd 
arrow-shaped object. 

Leave the building, then head west for two 
screens before walking north and using the 
stick on the cactus to get the prickly pear. 
Examine the lock above the doorway 
twice, then insert the 
turquoise shape to open the 
door. Step inside... 


^ Vital Items Needed 


Golden Comb; Clay Pot; Stick; Basket; Hunting Horn; 
jackalope Fur; Prickly Pear; and Salt Crystals. 




Alternatively... 


There are other ways to finish the first chapter, so 
try the following: Pick a fresh ear of corn from the corn 
stalk, then fill the clay pot with salt water from the 
pool. ‘Activate’ the statue (twisting the head and collar 
as usual), then get Valanice to cry into the statue’s 
bowl by using the golden comb on her. Pour the salt 
water into the statue’s bowl before slipping the ear of 
corn into the statue’s left hand. The water will change 
from salt to fresh water, which can be scooped up 
using the clay pot again. 

Take this water to the wanderer and he’ll give you 
one of two things — either a rope or some bug-reduc¬ 
ing powder. The powder can be used to eliminate the 
scorpion rather than resorting to the flag trick, while 
the rope can be used to get the glasses from the 
Jackalope. Tie it between two cacti to trip him up, then 
grab the glasses while he’s rolling around on the floor. 


This month's Power-Up is crammed with in-depth guides to interplay's futuristic Cyberia, Gremlin's 
toughie Retribution, System Shock (again) but to kick it all off, we tear apart... 


King*s Quest VII is a tough 
cookie to crack so for all you 
bleary-eyed adventurers out 
there, we have prepared this 
invaluable step-by-step guide 
to Sierra’s epic... 


King*5 
Quest VII 

































Kings Quest VII ( tips ) 


I 



Leave the room and take the toy rat left behind by 
the kid. Grab the shield from the top wall and walk into 
the kitchen via the top-right exit. After being kicked 
out and overhearing the witch’s conversation, head 
back towards the kitchen and quickly use the toy rat 
on the cook. When the coast is clear, steal the bowl 
from the bottom-left shelf and use the machine on the 
right to get some baked beetles. 

Walk back into the main hall and enter the mud pits 
to listen to the trolls talking about ‘sleeping aids’. Exit 
the room and head for the workshop through the bot- 


and the foot stool on top to allow you to climb up into 
the passage behind the painting. Listen to the conver¬ 
sation, wait for Rosella to fall into the main hall and 
then grab the dragon toad. Walk back to your bed¬ 
room, listen to the argument and then use the dragon 
toad on Mathilde. In return she’ll give you an enchant¬ 
ed rope. Try to leave the room using the bottom-right 
exit - Malicia will appear, so quickly use the toy rat 
on her. Exit bottom-right, use the enchanted rope on 
the elevator then ride the lift to the next chapter... 


lantern has sparked, place it back in your inventory. 
Use the wet sulphur on the fire to knock out the nearby 
troll. While he’s on the floor, grab the tongs from the 
tool rack and use them to pick up the brown box and 
douse it in the pail of water. After getting the silver 
spoon, replace the tongs on the rack and return to the 
grand hall. 

Leave the room via the bottom-right exit and try 
crossing the bridge. A troll will leap out and block the 
path, so turn around and examine the cart to the left. 
Take a closer look at the shield from your inventory 
and remove the spike from the front. Slide the shield 
on the empty cart axle, then screw the spike back in 
place. Ride the cart across the bridge and enter the 
dragon cave to the right. Talk to the 
dragon before using the lantern on 
the beast to relight his fire. 

You’ll receive a gem as a 
reward, so take this back to the 
■ workshop and give it to the jew- 

" eller troll after talking to him. 

Gratefully accept the hammer and 
chisel that he offers and 
return to the 

To a dragon 
scale, away 
at the 

ham- 

mer and chisel when it 
flops to the ground, then nip back to 
the main hall. 

Give the bowl of green water, the silver spoon, the 
baked beetles and the dragon scale to the troll who’ll 
then change you back into your human form. In the 
process you’ll receive a silver pellet, but before long 
the evil witch will appear and teleport you back to 
your room. 

Move the large bench 
across to the back 
under the 
then 
the seat 


tom-left exit. Take the tunnel to the lower level and 

pick up the lantern and fill the bowl with the green 

water by dipping the dish in the pool by the door. Walk 

to the edge of the chasm and feel the up-draft, then 

stroll down to the bottom 

ledge and leap across to the jOaBM 

middle rock pillar. Jump 

across to the top-left ledge K || 

and scoop up some wet sul- A K 

phur from the far wall, 

then leave the room by flf 

bounding back across 

the rock pillars. 

Back in the workshop, wait 
for the troll to boost the hot 
coals using the bellows, 
then use the lantern on the 
raging fire. When the 


Chapter 2: 

'A Troll Is As A Troll Does' 


Vital Items Needed 


Lantern; Hammer and Chisel; 
Dragon toad; and Silver Pellet, 
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Chapter 3: 

'The Sky is Falling” 


1^ ♦ - r «, 



Take out the lizard beast with the prickly pear 
before leaving the cave and walking off to the west. 
Talk to the stag, continuing the conversation until he 
mentions Lord Feldspar. Head west then north, and 
cross the river bed by leaping across the stepping 
stones. Use the basket on the spider and examine the 
bird, then trek north-west and pass through the city 
walls by entering the small door. 

Use the golden comb on the duke before entering 
the china shop. Talk to Fernando about treasure and 
walk off to the right. Pull the cover off the bird cage, 
open the cage door and grab the china bird. 

Back at the china shop, use the bird on Fernando to 
get the china mask, then leave the shop and head off 
towards the town hall. Wear the mask and knock on 
the town hall door. Inside, leave the party via the cur¬ 
tained door at the back and walk right along the stair¬ 
way, then down and continue to the door to the pow¬ 
der room, which can be opened by knocking twice. 
Examine the third mirror from the door to leave. 

Open the desk drawer on the right and take the 
magic statuette, then leave the office and walk left to 
the main landing. Head south from the landing and 
back to the party. Leave the town hall and head east to 
the pond. Grab the wooden nickel from the mocking¬ 
bird nest, use the salt crystals on Valanice and enter 
the Faux shop. Trade the china mask with Erastz to get 
the rubber chicken. Give the wooden nickel to Erastz in 
exchange for the book, then head back to the desert. 

At the Rare Curiosities door, give the book to the 
kangaroo rat and take his crook. Return to the woods 
and examine the flowers on the left of the screen 
before gathering some honey using the clay pot. Walk 
back to Falderal and use the crook on the cheese to 
get the moon! 


Vital Items Needed 


Golden Comb; Stick; Hunting Horn; Jackalope Fur; 
Nectar in Pot; Rubber Chicken; Magic Statuette; and 
the Moon. 


Chapter 4: 

'Will The Real Troll King 
Please Stand Up?” ^ 


Grab the grave-digger’s shovel to escape the 
crumbing rocks, then talk to the digger about his 
rat, Iggy. Walk off to the right and watch the kid. 
When he’s gone, head back left and see what the 
other brat is doing. At the Jack-O’-Lantern house, 
climb up inside using the rope — don’t climb the 
spider’s web. Grab the backbone off the floor, take 
the foot-in-a-bag from the coffin and use the rope to 
exit the Hallowe’en house. 

Walk left and enter Dr Cadaver’s house after the 
kid has gone. Inside, use the backbone on Dr 
Cadaver and take the weird pet he offers in 
exchange. Head back to the jack-O’-Lantern house 
and use the weird pet on the brats, then on the rope 
lift to rescue Iggy the rat. Give Iggy back to the 
grave-digger for which he’ll hand over the valuable 
grave-digger’s horn. 

Back at the jack-O’-Lantern, use the 
hammer and chisel to crack open the 
coffin and save the cat, who’ll reward 
you with one of her lives. Walk to the 
graveyard and take the shovel, then 
go left and down two screens. 

Standing at the bottom of the screen 
and on the left, blow the horn to sum 
mon the grave-digger. 

Climb down the hole he creates, then 
examine the lock on the coffin and open it 
by clicking on the skull, the bat and finally the spi¬ 
der. Use the dragon toad on the King and then the 
hammer and chisel on his wrist band. At the end of 
the animated cutscene you’ll end up with a magic 
wand and the Troll King as a Scarab. 

Outside, take the black cloak and wear it by 
clicking the robe on Rosella. Back at Cadaver’s 
shack, talk to the doctor to get the defoliant. Walk 
east then south, scaring the brats as you pass. In 
the garden, quickly use the defoliant on the bush 
monster, then give the foot-in-a-bag to the Venus 
Fly Traps. While they’re busy chomping on the leg, 
grab the red fragrant flower from the base of their 
stalk and head right. 

Trek north, off behind Malicia’s house, and yank 
the green vines to uncover a hole. Use the shovel to 
widen the hole and dive in. Nip back under the floor¬ 
boards as quickly as possible, and when the dog 
sticks its nose through the knot-hole, squirt the 
beast with the defoliant. Climb back inside the room 
and examine the third 
draw in the 






chest until you find the mysterious device. Dump the 
clothes back in the drawer, grab the stocking and 
exit via the floor-board. 

Pick up and wear the cape, walk 
back to the front of the house and head 
, right. When confronted by the were- 
- bear, use the woollen stocking with the 
silver pellet to create a sling, then use 
the sling on the bear. From the next 
screen, head north, cross the river bed 
and head off along the path through 
the trees. 

Enter the city through the small door and walk 
inside the town hall, leaving the party by exiting 
through the curtain at the rear. Negotiate the stair 
maze, enter the powder room by knocking on the door 
twice and then examine the plaque on the base of the 
small statue. Use the stocking to polish the plaque and 






read the message, then take a look at the golden 
grapes on the pillar on the right. Use the 
hammer and chisel to get a grape and 
use it on the statue to partially open 
the exit. From the left of the room, use 
the magic wand on the Troll King Scarab, 
place the wand back in your inventory and 
leave via the exit. Walk north-west... 

Note: Whenever the Bogey-Man appears, walk off¬ 
screen immediately to avoid his crushing pounce. 
When you return, he’ll have disappeared. 























Golden Comb; Stick; Clay Pot; Ambrosia; and 
Horseman’s Fife. 


Kings Quest VII 


Chapter 5: 

Nightmare In Etheria 


Tie the rubber chicken to the tree on the right, then 
use the moon on the chicken and catapult it into the 
air. Take the feather from the branch and head off 
right to the market. Exchange the Magic Statuette with 
the slimy salesman and get the were-beast salve in 
return. Leave the town. 

Stroll off to the right for three screens and use the 
feather on the snoring rock. Listen to what he has to 
say, then walk west and cross the river bed. Walk 
south then east for two screens and use the nectar- 
filled pot on the statue. Head left, mix the Jackalope 
fur with the were-beast salve and 
use the two on Valanice to 
scoot past the were-bear. 

Walk left through the gar 
den, carefully avoiding the 
Venus Fly Traps, and leave 
through the gate at the top 
of the screen. Head off to the 
left, then return to the Jack- 
O’-Lantern and climb the 
rope to get inside. Grab the 
bone from the mummy. 


leave the house and walk two screens west before 
heading north. Give the dog a bone and talk to the 
mutt until you eventually get the horseman’s medal. 
Leave the scene, head south and give the medal to the 
crying woman. 

Two screens to the right, take the lit firecracker, 
carry it back to the previous scene and use it on the 
crypt door. Enter the crypt, take the dog statue and 
the horseman’s head from the open casket and then 
leave. Stand on the path and use the head on the 
horseman as soon as he appears. 

You’ll be transported to Etheria and will end up 
with the horseman’s fife. Walk right and climb the 
mountain. Clamber up the tree and edge out to the 
very end of the branch and examine the grapes to get 


Ambrosia. Slide down the tree and head south, then 
clamber to the bottom of the mountain and walk 
south, followed by west. 

Use the bottom-right rainbow to warp back to 
the woods by the stream, then walk across the 
bridge and use Ambrosia on the cornucopia to get 
the pomegranate. Back across the rainbow, head left 
and use the pomegranate on the tree to break Ceres’ 
curse, then use the horseman’s fife to once again 
return to Etheria. 

Walk east then north and pluck the strings on the 
harp in the following order: i; 5; 6; 4. This will activate 
the harp, so use the globe to warp to Fates. Talk to the 
Fates who’ll tell you about the 
^ Maab in the land of 
dreams. Continue the 
conversation and they 
will explain the only way to reach 
Maab is by sleeping. 

Head down the left and use 
the bottom-left rainbow to 
warp to Ooga-Booga. Walk 
north through the gate, 
then west before entering 
the house and talking to the 
Doc about insomnia. Step inside 
the coffin to sleep and, once again, use the fife to enter 
Etheria. Walk to the harp and use it to warp to Fates 
and again, talk to the Fates. 

Walk south and then west, then use the bottom- 
right rainbow to warp to the woods and head left to 
talk to Ceres. Back to Etheria using the horseman’s 
fife, use the bottom-left rainbow and walk right to 
Malicia’s house. Walk north behind the house and, if 
the dog isn’t barking, climb inside the hole. If the dog 
is barking, leave the screen and keep returning until 
the mangy mutt shuts up. 

Inside, climb back under the floor-boards and try to 
re-enter the room. Malicia will leave the room with 
Cuddles — scramble inside and take a look at the lamp 
to get a crystal shaft. Leave the house via the floor¬ 
board and walk to the front of the house before re¬ 
entering Etheria with the fife. 

Use the top-left rainbow to appear in the desert, 
and from here walk two screens north and then east. 
Enter the building and energise the statue using the 
crystal shaft. Outside, it’s back to Etheria. Walk east 
then north, and consult the Fates once more to receive 
the Dream Catcher. Head south and east and climb 
down the mountain, then use the Dream Catcher on 
the cave entrance. Quickly use the Dream Catcher on 
the nightmare when it appears and step inside the 
cave to talk to the weaver of dreams. 

Get the tapestry of dream by using the catcher on 
the weaver, then use the tapestry on Valanice to enter 
dreamland. Use the Dream Catcher on the black night¬ 


mare, head south and 
use the crystal shaft to free 
Maab and get the magic bridle. 

Climb up the mountain and stand 
behind the cave and before using the magic bridle on 
the white wind. 



left eye, followed by the right eye and finally the nose. 

Charge the mysterious device using 
the socket on the right control panel 
(it’ll pulsate when fully charged) and 
then grab it back. Wake the King 
using the fragrant flower, turn 
the evil Malicia into an infant 
using the mysterious device 
and save Edgar by giving 
him the extra life. 
Congratulations — 
you’ve just completed 
Sierra’s King’s Quest 
Vil! Thank God for that. 


Examine the magic wand 
closely and, by using the 
switch on the bottom of the 
shaft, change the setting to 
‘F’. Use the wand on the 
king’s thrown to the back of 
the room. In the volcano, 
use the shovel on Rosella 
and walk north-west. To 
open the door, operate the 
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C tips } Cyberia 


Cyberia is more than a simple 
shoot-*em-up, and so the PC 
GAMES International Rescue 
team is on hand to steady your 
trigger-finger before the brain- 
strain blows your mind. 


r 


First Stop — The Rig 

For a hotshot like Zak, The Rig should prove no 
problem whatsoever. Disarm your weapon when con¬ 
fronted by Gia and follow her into the gunning stations 
to fend off the attacking Cartel fighters. 

You have two choices after the gunnery 
chair sequence — either kiss Gia 
and face the wrath of Santos 
or simply head straight for 
the hangar bay and ignore 
the pouting cutey by your 
side. It doesn’t really matter 
which you choose, although if 
; you do ‘get it on’ with Gia you’ll have 
-.A .• to dispense with a couple of guards on 

^ . the way to the hangar. 

Before you enter the ship, the 
bomb strapped to the ship’s undercar- 
riage must be disarmed. To successfully 
▼ do this you must first initiate an MRI test by 
hitting the F2 key. Next press the vibration sen¬ 
sor button, then flick the switches in the following 
order (starting from the left): 4; 2; 7; 6; and then final¬ 
ly 5. Note: this is the solution for the hardest difficulty 
setting, although it will work on easy and medium. 


cha 
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in The Cockpit 

Controlling the weapons systems of the TF-22 is a 
relatively straightforward process and the only words 
of advice on offer are to follow each individual mission 
briefing carefully (taking note of primary targets and 
friendly forces, outlined in blue) and learn where the 
enemy attacks from. Remember, if at first you don’t 
succeed, try, try again. 

The Cyberia Complex 

There are two ways to enter the complex, either by 
blasting your way past the guard (easy) or by entering 
through the ventilation shaft and leaping through the 
fan (slightly harder). The guard lurks on the path to the 
left of your Transfighter while the shaft can be found 
by walking to the right. 

To open the perimeter gate and disarm the booby 
trap, the tricky circuit puzzle must be cracked by tog¬ 
gling the first switch on the left, then the sixth and 
finally the third. 



inside the Cyberia complex, don’t bother taking the 
elevator shaft to the lower level just yet. Instead, head 
along the hallways and up to the heavily-armoured 
security door. The door is operated by the key-pad, but 
obviously you don’t have to correct code. To deacxti- 
vate the booby-trapped lock, first use your visor to run 
an infra-red scan (press Fi). The heat spots were left 
behind by the last person to enter the secret code, 
which is 2571. After choosing the combination, hit 
ENTER to open the door. 


on your left. The seated guard will hear you approach, 
so duck behind the table and open fire. Wait for him to 
dive for cover, then step out from behind the crates 
and blast him when his head pops up. 

In the computer room, access the nearest terminal 
which will ask you for a password. This is found by lis¬ 
tening to voice mail which tells you to examine the pic¬ 
ture on the wall in the sleeping quarters. The portrait 
is of Albert Einstein and ‘Einstein’ is the code which 
unlocks the system. 





After you’ve sorted through the personnel files and 
located and noted the passcode, leave the room and a 
guard will spring from the elevator and throw a blast 
grenade. To survive, quickly turn on the spot and fire, 
so the grenade drops inside the elevator. Run across 
to the right elevator control panel and enter the code 
obtained from the computer so you can close the lift 
doors and avoid the blast. 



Guards! Guards! 

The guards in the dining room on the 
right are actually quite easy to defeat, 
even though you’re outnumbered four- 
to-one. Shoot the first two by tapping 
right, shoot, right and shoot again, 
quickly otherwise they’ll return 
fire. With two left, wait for a 
lapse in their onslaught and 
duck out from behind cover 
and take them out one at a 
time, diving back into hiding 
if it gets too hectic. 

Upon entering the 
conference room where 
there are two guards dis¬ 
cussing the Cyberia pro¬ 
ject, wait for one of the 
troops to leave before 
edging up to the crates 


Going down 

The lower level of the Cyberia complex is 
accessed by shoving one of the crates in the storage 
bays so a hidden door is uncovered. Behind the door 
is a cargo lift which leads down. 

Open the door and enter the room but don’t walk 
across the centre of the room — the guard 
behind the plate glass window will spot 










































you and release toxic gas which leads to your untimely 
demise. Instead, shuffle around the edge of the room 
and run past the observation window, but only after 
the guard has turned away from his notebook and is 
facing the computer screen. 

Before you head any further, duck inside the obser¬ 
vation room and hide behind the crates to avoid the 
guard’s laser blasts. In between his shots, open fire to 
take him out. 

To progress any further you need the red key card, 
which can be found in the infirmary. However, the 
room has been sealed to contain an infectious virus so 




to grab the card you must first access the computer 
terminal in the infirmary control room. This allows you 
to open the vents, next to which the key card lies. With 
the vents open, walk back to the cargo elevator and 
push through the metal grating on the right which 
leads through to the ventilation shafts. Inside the tun¬ 
nels, reach through the gap to grab the card. 


Ambush! 

As soon as the security door on the lower level 
opens, two guards will unleash a hail of laser bolts in 
your direction. Dive off to the left to avoid their shots 
and then, when they duck down to reload, take them 
out one at a time. Easy, eh? 

The red key card opens the nearby door which 






leads to the Cryo-lab. You need 
the virus antidote from the 
terminal, although 
the vaccine has 
been infected 
itself. To inocu¬ 
late yourself, sit at the terminal and eliminate the virus 
by destroying the orange balls. On the easy level at 
least 50% of the virus cells must be destroyed, while a 
tougher 72% must be eliminated on medium difficulty 
and 80% of the virus cells must be wiped out on the 
hardest level. Having successfully created an antidote, 
make a note of the sample number (either 6, 7 or 8). 

It doesn’t take long for the virus to infect your 
blood stream, so quickly log on to the computer and 
enter the vaccine sample number. Next, enter the 
booth on the right to receive the antidote. 

Charlie Don’t Surf! 

The path that lies between you and the Cyberia 
weapon is infested with mutated creatures known as 
Nanites. Natural born killers, the Nanites can only be 
destroyed using the remote unit, Charlie. After glanc¬ 
ing down to examine to Charlie, hack into the nearby 
terminal and power the hov-unit up. 


I 

Charlie will auto¬ 
matically fly into the . 

Nanite-filled corridors, but 
you have complete control over 
the plasma gun. Every Nanite must 
be destroyed, and if even one sneaks 
past, it’s lights out and game over for Zak. 

Charlie is equipped with an awesome shock- 
wave device which, when activated, will destroy all 
Nanites in the immediate vicinity. This device is handy 
when one of the little buggers manages to slip past 
you, but keep in mind that the weapon saps away at 

Charlie’s limited power supply so only use it in 
emergencies. To activate 
the elevator, you 
need to raise the 
pistons until 
all four drop 
into the cen¬ 
tral lock at roughly the 
same time. The easiest way to do this is 
to raise the second piston from the left first, then the 
fourth, the third and finally the first. If all goes well, 
you should be able to unlock the door easily within a 
couple of attempts. 

The Big Bang 

In Cyberia’s grand finale, Zak merges with the 
advanced bio-mechanical Cyberia weapon and leaves 
the crumbling complex to wreak havoc on the back- 
stabbing Santos. This last shoot-’em-up sequence is 
perhaps the most challenging of them all, especially if 
you are playing on the medium or hardest difficulty 
level. Don’t forget to practice and learn the attack pat¬ 
terns of the incoming fighters so you can aim-up 
before they’ve even appeared. 

Having battled past the starfighters, you’ll face 
Santos’ battle station. Level your guns at the head of 
the huge robot-shaped space station and let rip with 
your laser cannons. Persevere and the battle station 
will explode, dragging Santos to hell with it. Congrats 
Zak, you finally did it... 


















tips } System Shock 


You’ve battled against near¬ 
impossible odds and now you’re 
finally ready to face Shodan in 
this, the final part of our full 
solution to Origin’s RPG... 



System 

Shock 



You awoke from hibernation to 
find Citadel Station overrun by mutants and 
cyborgs, all under the control of a mad computer 
bent on destroying the world. You stopped 
Shodan firing the mining laser at Earth’s cities. 
You thwarted her plans to infect the planet with a 
deadly virus. And you almost rescued the remain¬ 
ing crew survivors on the flight deck (but not 
quite — shame on you). 

It’s been a busy day. 

Unfortunately it’s not over yet, as Shodan is 
preparing to beam herself down into the Earth’s 
computer networks. Looks like it’s time to show 
that overgrown ZX8i who’s boss by putting a stop 
to her plans and then disconnecting her once and 
for all. Who knows? You might even escape 
with your neural implant intact... 


Semtex Warrior 

With Beta grove out of the way, the Executive Level 
is harmless to the people of Earth, but the overall dan¬ 
ger is far from over. Shodan has a contingency plan — 
to download herself into the planet’s computers, and to 
take control by zipping round the information super¬ 
highway. Such a dastardly plot cannot be allowed to 
succeed, of course, and it’s up to you to destroy the 
communications link between Citadel Station and Earth 
— in other words, the four antenna relays Shodan 
needs to download. 

The bad news is that the relays are on the engineer¬ 
ing deck (Level 7) and it’s a real bitch. For starters, the 
four antennae are spread around the level in the most 
inaccessible places, and the central core that allows 
easy passage from one area to another has been 
locked up. Then there’s the higher level of cyborg 
resistence here, including a couple of really nasty traps 
involving SEC-2 robots. 
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Before you start, be sure that you have the four 
packs of plastique explosive from Level 4, at least one 
logic probe and are fully healed up. The surgery 
machine and regeneration unit are extremely tough to 
reach early on, and you’ll need that health soon 
enough. Get your big weapons ready and take Diego’s 
lift from Level 6. 

Once out of the lift, the easiest path is to clear the 
south-west section, heading for the Skorpion machine 
gun. Be careful of the nasty SEC-2 robot that’ll jump 
out at you and try to rip you to bloody shreds (possibly 
with a great deal of success, unless you’re exceedingly 
cautious). With the Skorpion in hand and an ion rifle at 
the ready, move north, clearing the way to the western¬ 
most antenna relay. Plant the plastique in the panel at 
the antenna’s base, and then high-tail it out of there — 
it’s very easy to get caught in the devastating blast of 
these heavy-duty explosives. 

From this relay take out the north-west corner and 
gingerly work your way around to the northern relay. 
The corridor network to the south of this second anten¬ 
na is absolutely crawling with cyborg enforcers, so it’s 
guns at the ready. 

The north-east area is next. Moving clockwise round 
the edge of the map will take you to a store-room and 
eventually the east relay. Three down, one to go. Now 
you’re in position to go to the central core and through 
the southern door on the core’s upper level. This is the 
jackpot — the lock to the core doors, regeneration unit, 
surgery machine and energy jack all in one space. Heal 
up and prepare for the last bit. 

Going straight south allows you access to the final 
areas: Shodan’s CPU room, the lift to Level 8 and the 


(Above) Aaiiee! The elite guard! Keep your shields up, keep you head 
down — and keep firing. Hopefully he’ll keel over before you do. 


(Below) The only good Cortex Reaver is a dead Cortex Reaver. Power 
up you shield, grab that plasma rifle and plug the sucker full of lead. 
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(Above) It’s a long way up, and a hard fight to get there — but is it a 
force-bridge too far? 


(Below) Gotcha! The Security Level is the last time you have to hunt 
out the main CPUs and destroy them. 



fourth relay. This is the nastiest trap of the lot, because 
it looks so innocent. There’s a force door to the relay. A 
simple panel puzzle opens it, but when you set the 
explosive and try to run away, Shodan closes the door. 
You’re trapped and destined to be blown to bits with 
the antenna. 

How do you escape? Well, behind the door when it 
was open is another puzzle — a really hard one this 
time. When the door closes, the panel is exposed. You 
have about ten seconds to solve the puzzle, open the 
door, and run like hell. Alternatively, have a logic probe 
at the ready and take the quick way out, thereby assur¬ 
ing your escape. Hurrah — you’ve stuffed Shodan’s 
plans a third time. Now you just need to finish off 
Shodan herself... 

on Let Me In! 

The only problem with going up to the bridge and 
giving Shodan what for is that she won’t let you in. The 
first door on the Security Level is firmly slammed shut 
in your face and you can’t get through, even if you say 
“Pretty please”. What you need is a major spanner to 
put into the works, and what better spanner than the 
total destruction of the base. If you set the reactor to 
self-destruct, then maybe Shodan’ll have to open the 
door to let the other cyborgs onto the bridge, before 
trying a Star Trek-esque saucer seperation. Worth a 
try? Trust us. 

To set the reactor to blow, you need to work your 
way back up the levels, going to each room where you 
destroyed the CPUs, and looking on the screens for a 
single digit number. These constantly changed previ¬ 
ously, so you’ll have to find the destruct code lottery 
winners for yourself. Ours would be totally different, as 
will yours if you play the game again. 

For each of Levels i to 6 you’ll get a digit, which will 
add up to two three-number codes. Note these down, 
and (unless you’ve already been there) get the E-Suit 
Version 2 from the maintenance office on Level 3, using 
Abe Girham’s severed head to pass the retina scan. 
Then it’s back to the Reactor Level. 

Apart from a couple of SEC-2 bots that have been 
stationed near the lift and an endless supply of hop¬ 
pers, you’ll find things really only get tough in the reac¬ 


tor core room itself. As your body is battered by huge 
doses of radiation you’ll find fliers, SEC-i and SEC-2 
bots all over the place. Clear the room with your shield 
on if necessary, leaving to charge up at the energy jack 
in the north-eastern part of the main corridor as and 
when you need more juice. 

Without the threat of being shot to ribbons, you can 
go to the very centre of the core, where you’ll find a 
repulsor lift to the self-destruct controls (just look 
straight up from the middle of the reactor core, and 
there it is). Punch the code from Levels 1 to 3 into the 
security panel, and then follow it with the code from 
Levels 4 to 6. 

The self-destruct will now be active — pull the big 
lever, and watch as Citadel Station starts to shake itself 
violently to pieces. Sirens will sound, and the whole 
screen will rock from side to side at regular intervals. 
It’s very disconcerting, but it’ll stop when the whole 
place blows up in a little while — don’t worry, you 
won’t be on-board by then. 

More practically, you can now make your way back 
to that door on Level 8. Shodan’s sent some big goons 
after you, and you’re likely to have a bit of a battle for 
the reactor level lift, but once you’re through that you 
can pelt it down through the levels more or less unmo¬ 
lested. And what do you know? The door to the 
Security Level is open. 

Security, Schmecurityl 

The Security Level’s well worth taking your time 
over (unless you’re playing on Difficulty Level 3, in 
which case Citadel Station hasn’t got a lot of time 
before it does a fair impersonation of the Death Star’s 
final moments). Use the accessible parts of the central 
core to take cover and get out of cross-fire situations — 
and there are plenty of those. 

The fliers should be easy to wipe out and the 
mutant cyborgs, who lurk in each corner of the core’s 
surrounding corridor, can be finished off by firing at 
them from an angle before they spot you. That leaves 
the assassins high up on the walls in niches. You can’t 
hit them from the ground, so expect to take a few hits 
as you clear the ground floor. With the ground level of 
the core cleaned out, you have to start on the peripher- 



(Above) With Edward Diego dead the bridge goes for a Star Trek-like 
saucer separation, leaving you with no way back. 


(Below) Killing Diego and his two accomplices at the entrance to the 
bridge lift is one of the hardest parts of the game. 


High Noon 

After all the cyborgs are dead and gone, you still 
have to face Shodan on her home turf... 



The first few rooms are connected by vast, vault¬ 
like corridors, and each contains one piece of top- 
grade software and (thankfully) minimal opposition. 
There’s no time limit in this section, so relax a little, 
take your time and gather the maximum equipment. 


You’ll quickly reach a circular passage with several 
branches into the main central chamber. There 
Shodan awaits, who immediately starts assimilating 
you. Your vision slowly gets blotted out and you can’t 
escape since there’s no exit to this part of 
Cyberspace. 



If the final showdown (or should that be ‘final 
Shodan’, perhaps?) goes badly and you don’t win, 
then you get assimilated into the network and uncere¬ 
moniously dumped out of the game. Let’s hope that 
you can avoid this fate and cross the final hurdle. 
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al areas. Go to the northwest first, up a low lift, and 
towards Repulsor A. You’ll need the Group 6 access 
card, so pick that up on your way. 

At the top of Repulsor A you’ll get to several areas 
blocked off by Shodan level security. Remember to 
come back to them once you’ve totalled all the cameras 
on the level. The plasma rifle is particularly fun, 
although on full power it eats up enough energy to 
keep a small city going. Only use it when you have an 
energy jack nearby. Fortunately, on the Security Level 
energy jacks aren’t in short supply, and neither are 
medi-kits. Stock up your inventory with these as you 
progress through the rooms, since you can’t come back 
once you’re on the bridge. 

Your basic aim on the Security Level is to travel anti¬ 
clockwise around until you get to the northern part. The 
Command access card is vital, and a trip in Cyberspace 
opens all sorts of doors. At the very southern-most 
room you’ll find the CPUs for the level, so blast them as 
you pass. 

With the CPUs out of action, you now have to return 
to ground level and move round to the Repulsor lift in 
the south-eastern corner of the level. This takes you far 
above to the repair room, where a dozen or so SEC-2 
robots sleep. This room needs to be taken carefully. 
Rushing around is guaranteed to get you turned into a 
nasty red smear on the walls within seconds. When you 
enter, the door closes behind you and you’re left facing 
one bot. Turn up your lantern so that you can see far 
ahead, power up the shield and unstrap the magpulse. 
Two hits wipe out a SEC-2 robot, so having a full clip is 
a very good idea. 

When you’re ready, blast the first robot, which will 
wake the others in small groups. Turn left to wipe out 
the group along the northern wall, and then get the two 
that pop out of the side passages as well. Now you can 
move into the room, sliding your way slowly along the 
northern-most wall, blasting any robot that foolishly 
shows its metallic face. 

Secure the open eastern area and work your way 
back towards the energy jack. If you reach it, you 
should have cleared the whole place. Take one last 



quick sweep, picking up any ammo going, and hit the 
button to Repulsor lift B. 

IVloving north now you can clear out any resistance 
to the last rooms, using medi-kits whenever you feel 
the need (after all, there are so many about, and it 
seems a shame to leave them behind). Spraying the 
scenery with bullets, you’ll finally come to the force 
bridge control. The force bridge itself is on the western 
side of the core, so drop back to ground level and then 
up again on that side. Where previously there was only 
a string of energy mines (placed there to stop you 
using jump-jet boots — clever thinking, Shodan) you’ll 
now see a bridge. 

Move across the bridge and into the core. It’s highly 
radioactive, but your E-Suit should protect you from the 
worst while you climb up to the north-facing force 
bridge and into the lift room. This is the place you are 
most likely to die on the whole level. The block in the 
centre of the room houses three cyborgs — and tough 
hombres they are too. 

The first one is Edward Diego, back for another 
crack at you after Level 6 (he gets Brownie points for 
persistence, if nothing else). He is released behind you 
as you try to open the lift doors, so have your shield, 
sensaround and penetrator shells to the ready. 

Duck and dive until he’s dead, at which point the 
other two sections of central wall release two more 
cyborgs, though of a standard variety this time. Diego 
has the access card you need for the lift so, if all oppo¬ 
sition has been silenced, it’s time to face that dreaded 
elevator music just one last time... 

The Final Frontier 

The first thing that happens as you start around the 
bridge is that it separates from the rest of the station, 
and the rest of the station blows up. At least you won’t 
have to face the sirens and shaking screen any more. 
Time to take a look around. 

Your first impression is likely to be “What wild 
decor!” — and you wouldn’t be far wrong. There’s a 
pulsing, throbbing, undulating biological infestation 
covering all the walls, rather like the underground lair 




(Above) Thar she blows! The reactor explosion takes out most of 
Citadel Station, leaving you to clear up the few remaining enemies... 


(Below) It’s difficult to see some of the cyborgs among the bio-infes¬ 
tation on the bridge, so even a lowly assassin can be a real threat. 
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in Aliens. Worse, it’s grey and it moves, so it’s very dif¬ 
ficult to spot hidden robots (who are also grey). You 
can literally pass an assassin and not know until he 
halves your health. 

That said, the corridor around the central core is 
pretty easy-going, at least by the standard of Edward 
Diego, sadistic cyborg extraordinaire. Slowly work your 
way around, being sure to check all corners for lurking 
cyborgs, and check out the little rooms to the north, 
south, east and west as you go. 

The northern area contains an energy jack at the 
entrance and a Shield Version 4. This cuts down the 
energy usage of the shield unit from 105 to 40 JPM, 
which means that in the final room you will be able to 
keep your shield on at the same time as the E-Suit 
soaks up the radiation. 

The western room has a magpulse rifle, something 
which you’ve probably had in your armoury since the 
first level (at least, you have if you’ve been following 
our solution). However, there’s a Cortex Reaver in here, 
and if you’re committed to wiping out all of Shodan’s 
meanest henchmen, this big critter’s a must. There’s 
only one of him, so if you duck and dive you should fin¬ 
ish him off fairly quickly. 

The southern room has several bits of minor equip¬ 
ment, and two medi-kits. This is your chance to stock 
up on health if you haven’t already. 

As for the eastern room, you need to go here to get 
the isolinear chipset, without which you can’t open the 
central core. Hit the big button on the south wall to 
teleport to the central cage, and then hit the button on 
the floor to get back. There’s an energy jack here, too. 

With the hub cleared, it’s time to get into the central 
core itself. To do that you have to open the three force 
doors to the main computer room in the southwest. 
Each of the three remaining areas (to the northwest, 
northeast and southeast) contain controls to one door. 

The SEC-2 robot maze in the northeast corner of the 
bridge is covered by a force wall, until you hit the but¬ 
ton on the north wall. At that point, a hole opens in the 
floor, letting you down, and a little exploration with 
your trusty magpulse in hand should see you right to 
the circuit to the first force door. 

The north-westerly area is one large room with SEC- 
2 robots hidden in alcoves around the walls. Hit the 
button in the first open alcove to release one robot. Kill 
it, and in its alcove you’ll find another switch. Push that 
and, somewhat predictably, another robot is let loose. 


This continues until all six robots are turned to scrap 
metal, at which point you can go to the central podium 
and open Force Door 2. Because the robots only come 
out and attack one at a time, you shouldn’t have any 
problems here. 

The south-eastern section beyond the entry room is 
a series of corridors populated by an endless supply of 
autobombs. Stick on the shield, get the magnum ready 
with a full clip of heavy slugs (the best against auto¬ 
bombs) and charge up to farthest alcove. There you’ll 
find the circuit to Force Door 3. Solve it quickly and 
high-tail it out of there, before the army of bombs 
descends. There’s nothing else you want here. 

Once all three force doors are open, you can enter 
the south-western room which, disappointingly, has no 
guardians at all. Power up your energy at the energy 
jack, use a medi-kit if needed and take a breather. Then 
stick the isolinear chipset into the computer program 
chipset slot on the north wall, and the door to the cen¬ 
tral core will slide open... 

Suddenly, It Was All Over... 

Bursting into the core with all guns blazing is a 
great opportunity to get one last shoot-out from 
System Shock. There are a dozen or so elite cyborgs 
hanging around the core, and as long as you have your 
shield and some major weaponry to hand, you should 


have a blast (quite literally) without too much danger 
of dying. Use those spare medi-kits any time you feel 
like it, and throw a few grenades around, just for good 
measure — after this battle you’ll have no further use 
for them anyway. 

When the smoke clears, hoof it up to the central 
podium and, with your finest Cyber-software, jack into 
Shodan’s personal Cyberspace jack. Follow our guide 
to Shodan’s domain, but be aware that if you get 
thrown out of Cyberspace through integrity failures too 
many times you risk having your health drop to one 
bar, and the next time you get ejected the radiation 
could work its way through the E-Suit and finish you. 
So, if you get to that stage, use another medi-kit to bol¬ 
ster you health — just in case. 

Shodan’s demise or your assimilation is a bit of a 
toss up in the end. Simply throw everything at her and 
hope for the best. Succeed and you’re a hero (well, 
alive, at any rate). Fail and Shodan gets the last — and 
longest — laugh, which is very frustrating after having 
spent so long getting there. Remember also that you 
can’t save in Cyberspace, so you might want to save 
before you go in, just in case things don’t work out 
quite as you planned. 

And that’s it. Until the next time a computer goes 
totally insane and Origin decide to do a game 
about it, farewell... 
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If completing Gremlin’s sci-fi 


combat sim is turning out to be 


more difficult than finding a 


choc-ice in the desert, don’t fret 


and fuss — just chill out with 


this luscious playguide. 


1. The Oberon Oasis 

Mission l: Use your fighter’s homing/guiding mis¬ 
siles to take out the flimsy Krellan Fighters or improve 
your dog-fight skills by wasting them with your lasers. 
Only rockets can destroy the ground-based missile 
silos, so fly low and slow on the approach, use the 
rockets sparingly and try to blast each silo with a sin¬ 
gle run. Don’t fire on the other buildings in the Oasis. 
The missile silo furthest south of the Oasis fires smart 
missiles, so launch chaff pods as you approach, fly 
parallel to it for a couple of seconds and then hit it 
with a few rockets. 

Mission 2: Destroy the bio-weapon development 
plants in the Oasis. Waves of missile-carrying enemy 
fighters will rapidly appear on the scene, so launch 
chaff pods as soon as you see the missile warning. 
Approach each enemy fighter until your targetting sys¬ 
tems lock on to it, then fire a missile from close range, 
finishing it off with your laser guns before its shield 
recharges. 

Mission 3: One scientist awaits rescue directly 
behind your starting position, two more are in the 
Oasis and the fourth stands on flattish ground to the 
east side of the map. Avoid climbing mountains and 
steep hills. Use missiles to destroy enemy tanks but 
keep on the move to avoid their rockets. Oh, and avoid 
wasting your own scientists. Your radar system will 
pinpoint the scientists when they come into range. 

Mission 4: Launch the Vulcan device as soon as 
you start the mission. Fly around — probably more 
than once — to destroy the bio-pods which the 
Krellans keep releasing, as you wait for the whole 
area to be destroyed by the Vulcan device. 

2. The Hydor Power Station 

Mission l: Avoid flying over or near the the power 
station as the four defence towers spew out missiles 


and laser fire. The towers are also indestructible by 
conventional weapons. Destroy the hover-trains’ 
engines to stop the carriages, making them easier tar¬ 
gets. The port is protected by six small silos which fire 
rockets and lasers. Be warned that your chaff pods 
won’t work here, so make each of your four rockets 
count. If you’re hit by a laser then carry on, but if a 
couple of rockets batter you then get out of there — 
using the afterburners, if necessary — and only return 
when your shields are recharged. 

Mission 2: Use rockets to take out the remaining 
silos round the port. Try to destroy as many enemy 
vehicles as possible at the start of the mission as they 
are away from the power-station. Use missiles to 
destroy the ones that finally make it to the power-sta¬ 
tion — but keep your distance! 

Mission 3: Fly straight to the port and use rockets 
to pulverise all its installations. Fly south towards the 
small cove where you’ll find your final target. Don’t 
worry about shooting down enemy aircraft. 

Mission 4: This is a toughy! Fly immediately 
towards the power station. Use rockets to annihilate 
just one of the defence towers — this will probably 
take several bombing runs to achieve (releasing chaff 
bombs regularly should help). After destroying the 
defence tower, head south towards the cove and pick 
up the torpedo canister. Fly low and close to the 
unprotected side of the power station and release a 
torpedo. Don’t forget to launch chaff too. A direct tor¬ 
pedo hit on the station will set it alight and it will sink. 
Miss and you’ll have to repeat the mission. 

5. The Procyon initiative 

Mission l: Mines are concentrated over the large 
radar. Stay as far away from them as possible and pick 
them off one by one with your laser gun. If you get too 
close they’ll home in on you and you’ll have to do a 
runner. Green missile silos fire missiles so be careful. 


Exterminate the large radar with lasers or rockets, but 
save some rockets for the silos. 

Mission 2: Use rockets to waste the power plant 
and use laser/missiles on the missile-equipped vehi¬ 
cles. Watch out for an onslaught by enemy fighters. 

Mission 3: All four infantry transporters must 
make it the Control Centre for mission success. Use 
chaff to divert the enemy missiles away from the 
transporters. Fly low and co-ordinate missiles and 
laser fire against the enemy tanks. Don’t remain sta¬ 
tionary or you’ll be a sitting duck to the many heavy 
enemy tanks around. Try to take out the enemy tanks 
closer to your transporters first. 

Mission 4* The Earthworm missiles move under¬ 
ground, starting from directly below the 12 enemy 
tanks. The first missile approaches from the north, the 
second from the east. Fly low to spot the dark trail 
they leave behind them and then mangle them with 
your laser guns and rockets, as missiles won’t lock on. 
Three Earthworms are launched from each of the four 
compass points — destroy at least two out of the 
three to save the Control Centre. 

4. Fragmos III 

Mission l: The distress signal is a Krellan trap. 
The signal comes from an object on the planet surface 
(it has a face on it). Don’t pick it up because it’ll self- 
destruct and knock out your shields. You’ll eventually 
meet a Krellan Battle-Pod. Shoot the surrounding light 
enemy fighters then, while avoiding the pod’s mis¬ 
siles, lock onto it with your missiles. Fly towards it fir¬ 
ing chaff and missiles until it dies. Keep your shields 
up at all times. 

Mission 2: This is a night mission. Destroy the mis¬ 
sile silos surrounding the aerodrome before attacking 
the aerodrome itself. Not every target needs blasting 
for mission success, but most do. 





Mission 3: This mission is straightforward as long 
as you survive the Krellan fighters that turn up in very 
large numbers. 
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Mission 4: Destroy the force-field generator next 
to the storage tanks by flooding the canyon. Achieve 
this by blasting the other forcefield generator near the 
dam, then use rockets to pierce the middle part of the 
dam which sends the water cascading out. This deacti¬ 
vates the storage tanks’ shields and you can then 
waste them with rockets. Watch out for the hordes of 
Krellan fighters which buzz around. 

5. Nemesis 

Mission 1: Avoid the Krellan base and certain 
death. Head for the weapons factory, destroy it with 
rockets then get out — pronto. 

Mission 2; clear the area of enemy tanks and rock¬ 
et launchers. The latter are found around the now- 
defunct weapons factory. Get to maximum speed and 
head straight for the factory ruins. The launchers can’t 
fire on you because they’re facing the wrong way and 
they can’t turn around. Move behind them and mash 
them with your rockets before concentrating on the 
enemy tanks. 

Mission 3: it’s dogfight time against the fighter- 
bombers. Co-ordinate laser guns with missiles and, 
when possible, fly closely behind one and release a 
rocket. A couple of laser shots should finish it off. 
Keep away from the enemy camp 


Mission 4: Your tanks attack in two waves of four. 
It’s unlikely that the first wave will reach the enemy 
base but ensure at least one of the second wave 
makes it. Your tanks are more powerful than the 
Krellan ones but are outnumbered eight to one, so 
your supporting role is vital. Fly south over your own 
tanks and divert the enemy by dropping chaff. Fly just 
ahead of your tanks, releasing chaff pods regularly, 
and use missiles to destroy the most threatening 
enemy tanks. The second wave delays its attack so 
use this time to recharge your shields and weaken the 
opposition as much as possible. 

6. Encounter On Etheros 

Mission 1; Fly around, taking out all comers. Avoid 
enemy silos because you have no rockets. Don’t rush 
things. Clear the tanks slowly and methodically. 
Always wait for your shields to recharge before head¬ 
ing for the next target. 

Mission 2: use rockets to annihilate enemy ground 
targets. Destroy the three silos surrounding the 
Atmosphere-processor first because they’re packing 
homing missiles. 

Mission 3: Watch out for missiles-launchers 
around the area and Krellan fighter-bombers. Use 
your missiles sparingly against the bombers, destroy 




missile launchers with laser guns and the 
Atmosphere-processor with rockets. 

Mission 4: Destroy the ground targets quickly to 
avoid the ever-thickening shower of meteors. 

7. The Inferno Colonies 

Mission 1: Take out the missile-launchers first. Fly 
around the colony structures, not over them, to avoid 
the air mines. Fly low and destroy the missile-launch¬ 
ers surrounding the colonies, then turn on the mines. 

Mission 2: This one’s a large-scale dogfight, so 
throw up a prayer and let your flying skills see you 
through the battle. 

Mission 3: On top of the colony structure to the 
north there are two missile launchers. Destroy these 
first by bombarding the colony structure below them. 
Use rockets to demolish the roads and bridges and to 
sink the enemy tanks in lava. Use your rockets and 
missiles sparingly and keep as far away from the 
enemy as possible, i.e. so they’re in your range but 
you’re out of theirs. Give your fighter time to recharge 
its shields. 

Mission 4: Shoot down the enemy fighters first, 
then take out the air-mines and finally attack the 
base. 

8. The Krellan Shield 

Mission 1: Use the map to locate the enemy tanks 
as they approach the research facility, then destroy 
them with guided and smart missiles. Don’t let them 
destroy any part of the research facility. 

Mission 2: similar to the first mission but with 
heavier tanks, the trick in this mission is to fly low and 
close and attack with rockets. The Krellans will attack 
both buildings but concentrate on defending the one 
in the centre of the map. Act quickly to save both 
buildings. 
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plant it will explode, damaging the entrance and the 
plant itself. All three need to be destroyed here to 
accomplish the mission. 


11. The Last Warrior 

Mission l: The enemy is especially vicious but you 
must avoid harming the Mandamii installations on the 
ground. Be methodical and patient in your Krellan 
ground target destruction and fly low to reduce the 
effectiveness of the Krellan missiles. 


Mission 3: The four bombs are scattered around 
the area and the Krellan tanks are everywhere. Don’t 
spend too much time fighting because the bombs must 
be destroyed within a time limit. As time goes by the 
ground shakes more violently until the research centre 
is destroyed. The bombs are located in the canyons to 
the north and south 0 f the research centre. 


Mission 4: The Krellan tanks fire homing missiles. 
You can use chaff pods but these aren’t as effective as 
usual in the narrow canyons because, after launching 
them, it’s difficult to move away. Fly low inside the 
canyons to limit the number of missiles fired at you. 
The truncators can’t threaten you directly but they do 
burn down the rock, thus threatening the research cen¬ 
tre, so it’s a race against time. The truncators are situ¬ 
ated to the north and south of the the research facility. 


9. The Eden Fields 

Mission 1: Concentrate first on the silos. There are 
some Krellan light fighters but these pose little threat. 
Destroy the radar units on the ground to complete the 
mission. 


Mission 4: Prevent the Krellan fighters from 
destroying the Eden Fields. Only one machine needs to 
survive. The enemy will concentrate their attack on the 
machines, so stick closely on their tails and take them 
out from behind. Move quickly to avoid another attack 
wave of enemy ships. 


10. The Deep Mine 

Mission 1; No surprises here — just fly around, 
destroy the enemy targets and then return back safely 
to the Coursa. 


Mission 2; Krellan androids equipped with twin 
laser guns defend the site, and they will strive to sur¬ 
round you and blast you to smithereens. Unfortunately 
for you, they’re very accurate from a distance, so keep 
moving and destroy them as soon as you spot them 
using missiles if necessary. Destroying ore samples 
accidentally leads to mission failure so beware. 


Mission 3: Defend yourself against the enemy 
fighters, take out the ground targets and get out as 
quickly as you can. 



Mission 2: Blast the base and its installations but 
watch out for the Krellan battle-pod. It appears from 
nowhere and is supported by light fighters. As soon as 
you spot it, fly directly towards it and fire rockets when 
you have it in your sights. 

Mission 3: No Eden Fields should be destroyed — 
the mines ahead are the main threat. Fly parallel to the 
Eden Fields from north to south (or vice versa) and 
slightly head of them, destroying any mines you 
encounter. Take out the distracting Krellan fighters 
quickly and return to your main mine-blowing task. 


Mission 4: Three supply trucks move from the 
mines to the processing plant — one in the north, one 
in the west and one in the east. Drop a time-bomb on 
each truck. As soon as the truck enters the processing 


Mission 2: Exterminate the four towers next to the 
air-strip to allow the Mandamii officers to escape. 
Don’t forget to destroy the Krellan fighters on the 
ground as well as those in the air. 





























































CD ROM GAMES 


CD ROM PRICE-BREAKER PACK 

Wing Commander 3 + Magic Carpet + 
Rise of the Robots. RRP £159.97 



SPECIAL OFFER PRICE . £ 94.99 


iiH» Steh Sky 
tfMGR,'93, FI, 


Aces Of THE Deep. 

AiexDawpiep'sPiioHockev'95.. 

AuenOitmpics . 

Auen Logic 

All New WoPiDOf Lemmings. . 

Aione in the Oarr 2. 

Alone in the Dam: 3. 

Amepica's Greatest (10) Games) 

Ancient Lands. 

Armoured Fist. 

Award Winners Goio. 

Battle Bugs. 

BC Racers. 

Beneath THE Steel Skv. 

Big Red Adventure . 

Bitmap Compilation. 

Bund Date. 

Blooonet . 

Burntime. 

Buzz Aldrin. 

Cannon Fodder & 

Champions Of Sport 
C iASSic Collection 

Colonization. 

Comanche Maximum Overkill. 

Combat Classics 3. 

Commander Starsh'p Adventure... 

Cover Girl Strip Poker. 

Creature Shock. 

Ctberwar 

CVBERIA . 

CVCIEMANIA. 

Dark Forces. 

Dark Legions. 

Dark Sun ■ Shattered Lands. 

Dawn Patrol. 

Day Of THE Tentacle. 

Desert Strike. 

Descent. 

Docim2.. 

Dreamweb. 

Dune 2 & Seventh Guest. 

Dune 2 & Lure Of THE Temptress... 

Dugeon Master 2. 

Earthsiege. 

Ecstatica. 

Eye Of THE Beholder. 

F-15 Strike Eagle 3. 

Falcon Gold. 

FIFA Soccer. 

Fighter Wing. 

Fiashback. 

Fughi Commander 2. 

Front Lines. 

Gabrjei Knight. 

Great Naval Battles 2. 

Guilty.. ., 

FIardballA. 

FLarpoon Classics. 

Harrier Jump Jet. 

HELP' 2 COMPSATION. 

High Seas Trader. 

Iron Assault. 

JUNGti Strike. 

Kings Quest 7. 

Last Dynasty. 

LEGENOOf KyRANOIa3. 

Leisure Sut Larry Collection 11-6) 

Links Goif Pro Surer Pack. 

Little Bb Adventure. 

Loadstar 

Magic Carpet. 

Master of Magic. 

MEGARAa. 

Menzo Berranzan. 

MSGoif. 

MS Musical Instruments. 

Nascar.. 

NHLHoaEY'9i. 

Noctropous. 

OneTrm . 

One World. 

Oreraibn Booycount. 

Outpost. 

PGA Tour Golf. 

Pinball Dreams DELUXt. 

Pizza Tycoon. 

PlAYTOON; SRIROU. 

Unoe Archibaid. 


..£2525 
£20.49 
£27.99 
£2499 
£27.99 
£30,49 
£18.49 
£36,99 
£26 99 
£22 99 
£25.25 
£2299 
£27 99 
£2499 
£21.49 
£2499 
£24.99 
£19 99 

.£26.99 

. ,£34,99 

.£1499 

.£1849 

, ,.£27.99 

.£30.49 

. £22.99 

.£19.49 

.£22.99 

£3199 
£30.49 
£31,99 
£25 25 

.£ 34.49 

.£22 99 

£2849 
£28,99 
£24 99 
£21,99 
£25.99 
£36,75 
£25.25 
£31.99 
£15,49 
£27,99 
£27 99 
£31,49 
£1299 
£1349 
£29,49 
£26,49 
£30.49 
,£LOWEST 

.£25.25 

. £24.99 
£29.99 
£25 25 
. £25,25 
£25 49 
£22.25 
£12.99 
£30,99 
£24.99 
£24.99 
£22,49 
,,£27,99 
£34.49 
,. flOWEST 
£27.99 
£18,75 
£33 99 
£30,49 
£31.99 
£27.99 
£1499 
£27.99 
£34 99 
£3949 
£25.25 
£27.99 
£31.99 
£3599 
. £27.99 
.£LOWEST 

.£30.49 

£33,99 
£23,99 
£2799 
. ,.£22.75 
£22.75 


PRICE! CHOKE! QUAUTYI SERVICE! 


These have made us one of the largest suppliers 
of computer & video games in the country today! 



Marantine 

Rebel Assaut. 

Retribution. 

Return TO Ringworie.. 

Rise a the Robots.'.. 

Rise of ms Triad. 

RoBOcof 3 & Dune. 

Sam 4 Max HIT THE ROAD.. 

SfAWaf 

SfaET Of Monkey Isiand. 

Sensible Soccer Internaiionai Edition .. 

Sim Ctty 2000 . 

Simon the Sorcerer. 

Space Quest. 

Space Quest CoiiEOioN. 

Spectre VR . 

Subwar 2050. 

Super Hero League Of Hoboken. 

fsnK TIM wnmorr-OvF Op nn Wa 


£14 99 
£29.49 
£1999 
£22 75 
£31.99 


..£25.25 

.£30,49 

.. £25.25 

.£2799 

.£25,99 

,£ LOWEST 

.£14,99 

£25.49 
£27.99 
£15.49 
£1599 
£30.75 
£2749 
£13 99 

.£28.25 

,..£ LOWEST 

.£28,49 

£25 25 


CD ROM REFERENCE 


Theme Park. 

Transport Tycoon. 

Triple Action Pack Vois. 15. 

U.F.0. 

Under a Kiuing Moon. 

Unnecessary Roughness '95. 

US Navy Fighters. 

US Ticonderoga. 

ViRiUAi Worlds CoMRiiATioN .. 

Virtuoso 

Voyeur. 

Who Shot Johnny RockF. 

WiiD Blue Yonder. 

Wing Commander 3. 

Wing Commander 3 Clue Book. 

Wing Commander Armada. 

Wing Commander 4 Indy 500 ,, 

Wings Of Glory. 

Woodstock 25th Anniversary 

World Cup Gap. 

ZoRK Anthology. 

. 

Robocoo Curse ot Enchantia, World Atlas,Space Enoclopedia, The 
Animals, Paint 4 Paint Power, It's An Reiative (Comedy), Madonna, 
M/chael Jackson, Phil Collins and Johnny Castaway Screensaver, 
Amazing VALUE at. £31.99 


Fun scHoa 5. (Three Versions: In Dreamland (5-7 yrs ), 

In Space (69 yrs ), In Time (B-I 1 yrs,), ■ multloiscipunary EDuauoN 
PACKAGE conforming TO THE NaIIONAI CURRICULUM. TEACHES MATHS, 

Engush Geography, Art, History and Ecology.£19 99 

Global Languages • Learn to speak French, German, Italian or Spanish 

THROUGH listening, SPEAKING AND WRITING. THREE LEVELS ON EACH DISK ■ 

. 


::£27'99 

.£2799 

, .each £11 99 

.£28.49 

.£35.75 

.£25.25 

.£33,99 

.£28.25 

.. .£1999 

.£27.99 

.£2799 

.£23.99 

.£2799 

.£37,99 

.£CALl 

.£2799 

.£17 99 

.£29,99 

.£21.99 

. 

3On10CD'S:1jnks 


Beginner, Intermediate and Advanced, 


reading) 


_ So why pay 

|usl throw owoy? Save 


MICROSOFT SPiCIAL OFFERS 

4 



ArtGaiiery. 

BooKSHfif'95... 
CiNEMANIA '95., 

Dinosaurs. 

Encarta'95 „ 


RRP OFFER 

..£49 99.£38.W 

,£99.99.£74.99 

.£49,99.£38.99 

,£57.50 .£38.99 

£99,99.£67.99 


Music (Per Composer).£57.50., 


,.£38.99 


3D Body Adventure ■ bring anatomy to ufE with some of the most 

INaEDIBU GRAPHa SEEN YET COMPREHENSIVE REfERINCE FOR ADUTS AND 

ckauenging learning fOR kids.£30 99 

Ar’ Gallery (MicROSOfi) ■ covers over 2000 of the world's most 

fAMOUS paintings including a history Of each one.£38.99 

Bookshelf (Moosofi) • redefines reference with lightning fast 
searches, INCIUOES ENCVCIOREOIA, OCIIONARY, THESAURUS, ATLAS, 
QUOTATIONS AND ALMANAC 

Most COMPREHENSIVE REFERENCE PACKAGE EVER .£74,99 

CiNEMANIA '95 (MiCROSOfT) ■ COVERING 1000'S Of THE WORLD'S GREATEST 

FILMS INCLUDING SOEEN SHOTS, QUOTES, CASTS AND REVIEWS.£38.99 

Encaria '95 (Maosofi) ■ The worid's besi-selung Muldmedia 
ENCYIOPAEDIA. More THAN 26,000 ARTICIES, 8,000 PHOTOS, 

800 MAPS, 8 HOURS Of SOUND IN 60 LANGUAGES, STUDY GUIDES 

AND REPORT-WRITING IK .SftOAl OFFER £67,99 

GUNNESS '94 DISK Of RECORDS ■ CONTAINS EVERYTHING IN THE WORLD- 

fAMOUS BOa PLUS REIEVANI VIDEO FOOTAGE.£37,99 

MCROSOfT MUSK • EXPLORE THE WORKS Of BEETHOVEN, MOZART, SCHUBERI 

Strauss or Stravinsky with or without commentary.£38.99 

Oxford Dictionary Of Quotations, Thesaurus and 
Concise Dctionary - you've used the books, now use the 

software • MUCH FASTER!.each £33.49 

The way things work ■ David MacavleYs mammoth 
GUIDE TO a magical WORLD Of MACHINES, INVENTORS, 

SOENCE 4 lEOmOGY.£52.99 


£40.99 


KIIK 'n' PlAY - UNIQUE WINDOWS GAME CREATOR. INVENT ADVENTURE GAMES 

PUZZIES OR SHOOT 'EMUPS. NO PREVIOUS EXreRlENa NECESSARY!.£28 99 

Syracuse Languages ■ Japanese, French, German, Spanish 4 Englsh 

4-9 YEARS.each £22 99 

9 -Adult .eoch £25 99 

LJnoersea Adventure - Seven entertaining and edlohonai 

WAYS TO EXPLORE AU ONE HUNDRED MIUON SQUARE MILES Of 
WATER ON THE PlANfl!.£31,99 

CD ROM O.E.M. 

All CD ROM O.E.M lilies are brand new, official UK disls lhal are 

exactly the same as those shown in the preceding coluinns. The only 

diffeience is lhat they ore unboxed, which makes ihem for cheoper man ClASSK 

the packaged versions So why pay £2Q+for a box lhal you will rnifiLA 


RRP OUR PRICE 

...,£3999.£17 99 

...£4499 .£19,99 

.,.,£39.99 .£1999 

.,£116.33.£39,99 

£57.50.£2850 

.,,.£49.99 .£23.99 


Arthur's Teacher Trouble. 

Beneath a Steel Sky. 

Blooonet. 

Bookshed '94 (MicrosoftI. , 

CiNEMANIA'94 IMlCROSOfll. 

Comptons '95 Encycoreoia. 

Dangfrous Creatures (Microsoft).£57.50.£25.99 

Day Of THE Teniaoe.£39 99.£18 99 

Dmosaurs teosofi). £57.50 .£28,50 

Encaria '95 (Moosofi).£99.99 .£41.99 

GabrilKnighi..£44 99.£18.99 

Goif (Microsoft).£57.50 £19.99 

Indiana JoNfS Fatf Of Atlantis.£39 99 .£ 17,99 

lANDSotlORf.£44 99.£18,99 

UisuRfSuiilARRv6.£39.99 £20.99 

Megarace.£3999.£14.99 

Red Shift.£6999.£3299 

Rebel Assault.£49.99.£24.99 

SiM City 2000 .£49.99. £22 99 

U EQ Enemy Unknown.£44 99 .£17.99 

New MS AVAIABIE EVERY WfflC • CAli FOR lABTl 


A-Trah AND Construction Set. 

Aces Of THE Deep. 

ADI Engush/French/Maths. 

Aiex Damriers Pro FIockey '95. 

Alien Olympics. 

An New WoRiD Of Lemmings . 

Alone m the Dark 2. 

Arcade Pool. 

Backgammon. 

Battle Bugs 

Battle Isle 2. 

BBC Gardeners World 3D Garden Designer . 

BC Racers. 

Beat THE House. 

Beneath A Steel Sky. 

Big Red Adventure. 

Blues Brothers. 

Bureau 13. 

Burntime. 

Cannon Fodder 2. 

Cardmania 

Championship Manager '94 Season disk. 

Championship Manager Italia. 

Chamhonship Manager Italia '95. 

CwiSATioN (-E T-Shirt) . 

Classic Couecuon ■ Access. 

ClASSK Collection-Delphne. 

Collection - Lucas Arts. 

Collection ■ Veiooiy. 

Cold War Baitieset. 

Colonisation. 

Comanche Maximum OvERKiu. 

CoMBAI ClASSKS 3. 

Command Adventure Starship . 

Crystal Maze . 

DQay Beginning Of THE End. 

Daemonsgau. 

Dominus . 

Special Offer ■ Daemonsgaie, EPIC Pinbau, 

Backgammon and Blues Brothers. 

Dark Ikjons. 

Dark Sun5haitered Lands. 

Day of the lENiAaE. 

Defender ot the Empire (ado io he fighter). 

DeuaV. 

Deseri Strike. 

Descent . 

Doom 

Doom2. 

Dune 2 . 

Dungeon Master 2. 

Earthsiege. 


.£14,99 

.£25.99 

each £1799 

.£2499 

.£17.49 

£22.49 

.£25.49 

.£1199 

£7,99 

.£22.75 

.£24.99 

.£15 49 

.£22.75 

.£LOWEST 

.£25.99 

.£24 99 

.£6.99 

.£24,99 

.£1999 

.£22.99 

.£1799 

.£8.99 

.£19.49 

.£19.99 

.£24,99 

.£16.99 

.£19.49 

.£19.49 

.£1699 

.£IOWEST 

.£27,99 

.£2849 

.£22.75 

.£19,99 

.£24.99 

.£2499 

.£8 50 

.£26.99 

...only £15.99 

...£22,99 

£28,49 
£17,49 
£14.75 
£28.25 
£2199 
£24.99 
£24.99 
£32,99 
.. £11,99 
£24.99 
£25,49 


Ecstatica. 

Epk Pinbau. 

Eye Of THE BEHaoER. 

Eye Of THE Beholder 2 . 

Eve Of THE Beholder 3.. 

Eye Of THE BEHaoER 1,263. 

F-14 Fieet Defender. 

F-15 Shke Eagle 3. 

Fantasy Manager-Badoiei 4 Skinner. 

FIFA Internaiionai Soccer. 

Fighter Wing . 

F'jght Commander 2. 

Fughi SwuiATOR 5.0... 

Fugh' Sim 5 New York/Japan/Caribbean/Paris. 

Front Unes. 

FuNScHoa2 <6/68 YEARS. 

Fun ScHoa 3 <6/68 years. 

Fun ScHoa 4 <5/5-7/7-11 years. 

FunS cHoa5 5-7/69/8-11 years. 

Graham Gooch World Class Crkket. 

Great Naval Battles 2. 

Great Naval Battles. 

£p 2boo)!i!..:!i:; 

Harrier Jump Jet Flight Simulator. 

Hannibal 

HARD8An4 . 

Hardbau 3. 

Harpoon 2 V2.0. 

Heimdau2.. 

High Seas Trader. 

Hokum KA-50. 

Holy Bible. 

Indy Car Racing. 

Indy Car Track Pack. 

ISHAR 3. 

Jimmy White's Snooker. 

Le Chuck's Revenge. 

Legend of Kyrandia. 

Legends of Valour. 

Legions. 

Leisure Sut Larry 3. 

Leisure Sun Larry 6. 

Lemmings. 

bNKS 386 PRQ. 

Links Golf Courses. 

Lion King. 

Lmu Divii. 

Live Action Footbau. 

Lords Of THE Realm . 

Lucas Arts Triple Pas IX-Wing, B-Wing Imperial Pursuit) 
Lucas Arts Triple Pas 2 (Indiana Jones Fate op Atlantis, 
Day Of THE Tentacle, Sam 4 Max hit the Road). 

MASTEPOfMAGK. . 

Masters of Orion. 

Menzo Berranzan. 

Mkro Machines. 

MoNOPav. 

Mortal Kombat. 

MS Goif. 

NHL Hockey. 

NASCAR. 

On the Bau League Eduion. 

On we Bad World Cup Ediiion. 

Ckration Booycount. 

Outpost 

Overlord. 

PGA Tour Golf Plus. 

Pizza Tycoon. 

PolkeOuestS. 

Popucius2. 

POWERORIVE. 

Premier Manager 3. 

Psycho Pinbau. 

Quarantine. 

RAVENlOfT. 

RETRmmoN. 

Rise Of WE Robots (VGA). 

Rise Of WE Robots ISVGA) . 

Sam'n'Max Hit WE Road . 

SEOEI WEATON Of wf Lupwaffe. 

Secret of Monkey Island. 

Sensble Soccer Internaiionai Edition. 

Settlers 

Shadowwnds. 

Sim City 2000 . 

Sim City ClASSKS. 

Sim City 4 Lemmings. 

Simon The Sorceror. 

Space Huik. 

SitaREVR . 

Speedbail 2. 

Sireeifighteb 2. 

Stronghold. 

Subwar 2050. 

Subwar Scenario Disk. 

Superfrog 

Synokatf. 

System SHoa. 

Tacikai Manager. 

Tactkal Manager Scotiish/Iiaiia. 

Theme Park . 

Tornado wiw Desert Strike. 

Transport Tycoon. 

U F O Enemy Unknown. 

Ultima 7, The Black Gate. 


.£24,99 

. £799 

£12.49 
. £12.49 
.. £12.49 
£32,75 
£28.25 
., £1299 
£19,99 
£25.99 
£30.49 
£27,99 
£2999 

.each ^4.75 

.£25.25 

. each £9 49 
.each £14.75 
each £17.49 
£19.99 
. ,£2199 
£25,99 
£1199 
£25.25 
£13.25 
£12.99 
. £19,99 

£24.99 

.£10.75 

.aOWEST 

.£24,99 

£22.49 
. .. £24.99 
,£26,99 
£19.99 
£13.49 
£24.99 
.£11.99 
,. ..£12.99 
.£11.99 
.£1099 
... £22.49 

£1199 
,£2499 

.£9.25 

.£28.50 
each £17.49 
,. £19.99 

.£24,99 
£24,99 

.£24.49 

.£30,49 


., £35,99 

.£28.25 

.£2825 

.£27.99 

.£19,49 

.£22,49 

.£19,99 

.£22.49 

.£26 99 

.£25,49 

.£2199 

.£21.99 

, .,.£LOWEST 

.£25.49 

.£27,99 

,,, £1199 

.£27.99 

.£12,99 

.£11.75 

.£19.99 

.£21 99 

.£21,99 

.£24,49 

.£28.75 

„ £2499 

.£26.99 

.£28.99 

. £1775 

.£12,99 

.£1249 

.£14,49 

.£24,99 

.£10,49 

.£25.49 

. £22.75 

. £19.99 

£24.99 

.£27.99 

.£30 99 

.£24,99 

..£9,49 

.£11.49 

£23,25 

.£28.49 

.£14.99 

. £1499 

.£27.99 

.£27.99 

£22.99 
each £22,99 

.£27.99 

.£2749 

.£27.99 

.£27 99 

.£1299 


Ultima Underworld. 

Universe. 

Unnecessary Roughness. 

Vital Light. 

West Pack Battiesei. 

WOlfFNSIEIN 3D. 

WOlfPACK. 

X-WiNG, 

X-WiNG Data Disk (B-WingI.. 

X-WiNG Data Disk JImperiai Pursui) 
Xmas Lemmings '94, 


...£11.99 
, £24,99 
£24.99 
£19,99 
,£LOWEST 
....£1499 
£19,99 
£28,49 
£15.49 
£14.75 
£12,99 



DISKS 

3 5'D5DOxlO.£6,75 

S.S'DSDDxSO.£19.50 

3,5''D5DDxlOO.£3699 

iWi 


3.5'DSHD X10.£750 

3.5'DSHD X 50.£21.99 

3,5'DSHD xlOO.£40 99 


Spars mouse mat (choke of caouRS/DESiGNsl.. 
Pack Of 3 Mouse Mats. 


Xlumi-AuonYWTOMTAuSOOOaB . 

iwiiX.___tSM.W 


5QS201JOYSTKK 

. _tcpFre,15Pin1.£14,99 

'arrior5QS123Joystck 

(Analogue, 15 Pin).£11.50 

CH PuGHisia Pro Joysikk ■ with four fiRf buttons, 

WROTTIE control AND BUIT-W MINI JOYSTKK 

RRPE79.95,.Our Price Only £59,99 

Hawk Junior (AuiofUE, Auiocentering, 15 pin).£9 99 

Hawk Plus (TuRBOfiRi, Aurof ire. Auiocentering, 15 pw).£11.99 

Eagle CowRa Pad (Turboare, 6 Direction Pad).£13.50 

Ekurse Mouse - 290-2900 DPI variable REsaimoN. 3 button 

MKROSWITCHED, COMES WITH FREE MOUSE MAT .£ 10.99 

.£4,75 

Only £7.99 

3DOI 

wnuP 

Mkrosofi 'Natural' keyboard ■ special ergonomk shah is 

DESIGNED TO AUEVIAIE REPETIIIVE STRAIN NURV 

RRP £99.99 .Our Price £89.99 

Panasonk CR562B internal CD ROM drwe 

(double shed, 300KB/Sec, easytoinsiau).£116.99 

ZY-fl SPEAKERS.£29.50 

QS SOUNDMATE 400 SPEAKERS.£16.99 

POWERSOUND 2 SPEAKER SYSTEM - BOOSTCR CIRCUITRY TO 
ENHANCE STEREO QUALITY, BATTERY OR MAINS, CAN BE MOUNTED 

ON MONITOR FOR EXTRA CONVENIENQ.£16.99 

SOUNDBIASTER AWE 32 SOUND CARD • CD QUALITY SAMPUNG AND 
piayback(544,1kHz1,5I2KRAM, 32 voces, 16CHANNEis,An 

REIEVANI SOflWARE. THE NEW GENERATION Of SOUNDBLASTER 

TECHNaOGYl (RRP: £279.99).£219,99 

SOUNDBlASe 16 VALUE PACK ■ 16 BIT SOUND CARD, 20 VOCES, 

16 BIT OR 8 Bn SAMPIWG AND PLAYBACK J444 KHz1, 4 OPERATOR FM 

SYNWESISER, AU RELEVANT SOFTWARE (RRP £105.99) .£89.99 

TECHNORLUS AoDIOSOUND 16 • 16 BIT SAMPUNGAND PWYBACK, 

20 voKES, Panasonk 4 Sony interface, soundbiasier compatible 

(RRP £99.99).£69.99 

PC Sound System 2 - 
comprehensive siarb wi 
IN aUOeS 100% SOUNDBLASTER 
COMPAIIBIE SOUNDCARD, HAWK 
PUIS lURBCff IRE JOYSIKK, HIGH- 
PERfORMANCE POWERSOUND 
SPEAKERS, AU REIEVANI 
SOflWARE 

(RRP £99 99).£74.99 


NO MEMBERSHIP FEE 

-All Prtc.s includ* Vat.— 

I WE PROVIDE ONE OF THE FASTEST 
DELIVERY SERVICES AROUND, 2-3 DAYS 
' MAX ON STOCK ITEMS. 


ALL ITEMS ORDERED FROM US ARE FULLY 
INSURED AGAINST LOSS OR DAMAGE 

ALL ITEMS LISTED ARE NORMALLY IN 
STOCK AND ARE DISPATCHED THE SAME 
DAY WHENEVER POSSIBLE. 


0 ALL GOODS ARE FULLY GUARANTEED. IF 
ANY ITEM DOESN'T WORK AS IT 
SHOULD, WE'LL REPLACE IT lAAMEDIATELY 
AT NO COST TO YOU. 


lOOO'S OF TITLES AVAILABLE, IF YOU 
CAN'T SEE THE ITEM YOU WANT, PLEASE 
RING AS STOCK ARRIVES DAILY. 
SOFTWARE AND ACCESSORIES 
AVAILABLE FOR ALL MACHINES. 

ORDER BY PHONE, FAX OR THROUGH 
OUR EXCLUSIVE FREE POST SERVICE. 



0 



Gomes available for all machines eg. Theme Park (3DO) - £37,49, FIFA Soccer (Amiga) - £21.99, Soleil (Megadrive) ■ £38.99, AVP (Jaguar) - £47.99 


_I_1. Item Format Price Hi 


55<Cut Out This order form and post to : 

GAMEPLAY, FREEPOST LS5924, 
BATLEY, W. YORKSHIRE WF17 7BR. 


2 


LINES OPEN 9AA6-8PM MON-FRI, 
9AM-7PMSAT, 10.30AM4PM SUN, 
ANSWERPHONE ALL OTHER TIMES. 

ORDER BY CREDIT CARD, CHEQUE 
POSTAL ORDERS OR CASH (PLEASE SEND 
CASH IN A REGISTERED ENVELOPE FOR 
YOUR OWN PROTECTION. 

NEXT DAY DELIVERY £3.50 FOR ORDERS 
UP TO £50, £5 FOR ORDERS OVER £50, 
PLEASE ORDER BEFORE 3PM TO ENSURE 
IMMEDIATE DESPATCH. 


Postcode:. 
Tel:. 




£ 



£ 



£ 



£ 



£ 



£ 

Postage is FREE on all accessaries and P&P 

arders af mare than ane item. Please ADD 
£ 1 for arders af just ane saftware item. TOTAL 

£ 

£ 


Cash □ Cheque □ Postal Order □ 

Card Number □□□□□□□□□□□□□□□□ Expiry Date 


Cheques payable to 'Gameplay'. 

Prices correct at time of going to press. E & OE. 


_ 
















































































































































































Warcraft 

Interplay 

Whether you’re playing the Ores or the Humans, if any of you are struggling with 
Interplay’s very addictive fantasy game Warcraft, then Mervyn Lemon from Andover 
has a sneaky cheat that can turn the tide of the conflict your way. 

As soon as a scenario begins (it doesn’t matter which one, but sadly this cheat 
doesn’t work in the caves), save your game into a free slot and call it CHEAT. 
Remember the slot number that you save the game in, i.e the third slot, and then 
quit out of the game and back to DOS. 

if you picked slot 3 your file will have been saved as SAVE3.SAV in the WARCRAFT 
directory. If you have a Hex editor like PCTools or Xtree Gold, load it up, log onto the 
Warcraft directory and make the following changes to the SAVE3.SAV hex values: 



0606 FF FF (65535 Lumber) 

061A FF FF (65535 Gold) 

Alternatively, if you use the DOS-based editor, 
EDLIN, log onto the WARCRAFT directory, start the edi¬ 
tor and type the sequence of commands below: 

>NSAVE3^V 

>L 

>E 0706 FF FF (65535 Lumber) 

>E 071A FF FF (65535 Gold) 

>W 




Inferno 


Ocean 

At last, an Inferno cheat and it’s all thanks to a young, and dare we say, 
very dashing Nick Clarkson from Macclesfield. But before I divulge this single, 
game-busting word, please think long and hard about whether you want to 
actually use it. If you’ve been struggling through Inferno honestly, then the 
cheat below, which makes your ship invulnerable and puts all seven combat 
pods at your disposal, may just spoil the whole game. 

But if you’re perfectly happy to cheat (and if you’re not, stop reading now 
and skip over to the next tip), load up Inferno, start a game as usual, hold 
down the right SHIFT key and type the word LOLIFE. As I mentioned earlier, 
this will make your ship totally indestructible and once the cheat is activated 
you can press ALT and P to pause the game and numbers 1-7 to give yourself 
the various combat pod power-ups. 


Load up Warcraft again and you’ll find that these 
hacks have given you a huge amount 
of lumber and gold (65535 to be 
exact) and so now you can 
construct buildings and train 
your soldiers as much and as 
often as you wish. 


r 


Frontier: Elite 2 

Gamatek 

After our desperate pleas for Frontier cheats in issue 7, Brian Thomson 
from Aberdeenshire and a guy from Durham who just calls himself 
Commander jameson, have written in with two more Frontier-cracking tips. 
So, if you want to bump up your Elite rating or you’d like to leap 660 light 
years across the galaxy in a single hyperspace jump, then read on, dear read¬ 
er, read on... 

Firstly, the mysterious Commander Jameson has a cheat that allows you to 
quickly and easily boost your Elite rating. Simply nip along to Mars High, buy 
a Mining Laser and then fly to Phobos (Mars’ major moon). Stop when you’re 
within about 0.5km of the moon, put the time control on ‘»>’ and then fire 
at Phobos with the Mining Laser, Keep firing at the moon and every few sec¬ 
onds you will get a message from the Elite Federation saying ‘Right On 
Commander’, As you keep going, your rating will increase through all the 
stages right up to Elite. 

But, if you’re several billion miles away from Mars High, you’ll probably 
need Brian Thomson’s cheat which allows you to leap great distances in a sin¬ 
gle bound. Using any ship, access the galactic map and mark a star system 
that is 660 light years (82.5 grid sectors) away from your current position. 
Then leave the map and engage your hyperspace drive. Amazingly, you’ll 
arrive at the distant system and you’ll have used the same amount of fuel that 
you would have used if you’d performed a maximum hyperspace jump. Best 
of all, you can use this cheat to leap distances in blocks of 660 light years. So, 
for example, if you add another 660 you could hyperspace 1,320 light years. 
Add another and you can jump a massive 1,980 and so on. 

Oh, just in case you reach anywhere remote, here are a few inhabited 
planets you might want to check out: Laanbe in grid sector 0, -1792; Dazeia in 
sector 1, -1792 and Oltiso also in grid sector 1, -1792. Happy exploring. 


^rid 


Heretic 


id Software 



If you’ve played through the Shareware version of Id Software’s latest Doom- 
clone, Heretic, and you’ve transformed your friends into chickens with the Morph 
Ovum, you might just be interested in those all-important Heretic cheat codes. As 
you’ve probably discovered, you can’t just type IDKFA to get all the weapons, there’s 
a completely different list of codes for Heretic. Like Doom, these codes can be typed 
at any time (as long as you’ve started a game) and the cheats work with both the 
Shareware and the registered versions of the game. And so, without further mind 
less ado, here they are... 


KITTY Toggles the clipping mode on/off 

RAVMAP Map Mode (reveals the full map) 

MASSACRE Kills every monster on the level 
SKEL Gives you all the keys 

RAMBO Gives you all the weapons 

QUICKEN Toggles God mode on/off 

Onvulnerability) 

PONCE Restores health to 100% 

SHAZAM Gives you a Tome of Power 

ENGAGE?? Skips levels, i.e ENGAGE15 

(where 1 denotes the episode and 5 indicates the leveO. 
GIMME Gives you various items/objects: 

a — Ring of Invincibility 
b — Shadowsphere 
c — Quartz Flask 

d — * not available in Shareware version * 
e — Tome of Power 
f— Torch 

g — Bomb of the Ancients 
h — Morph Ovum 
I — Wings of Wrath 

j — * not av available in Shareware version * 
















































C tips ) 


Magic Carpet 

Electronic Arts 

I don’t know about you, but I’m the impatient type. I don’t want to battle through 
Magic Carpet, gaining the a tiny bonus fireball spell here and a restore health 
power-up there, I want all the spells and I want them right away. I don’t want to 
spend five levels blasting bees with a piddly fireball, I want to be able to carve huge 
canyons in the hillsides, blast dragons with meteors and cast lightning spells over 
Emu Riders... 

And thanks to Andy Scott from sunny Chesterfield, there’s an easy way to avoid 
all this hard work, to increase your Mana to unbelievable levels, get all the fabu¬ 
lously powerful spells and to skip through all the levels to the really tough buggers 
with the Wyverns in them. Simply, press the I key to access the Magic Carpet com¬ 
munications mode and then type the word RATTY. Now hit the Return key and this 
will activate the cheat mode. When you’ve done this, use the key combinations 
opposite to access the various cheats... 



Help. I need somebody. Help. Not just anybody. Help. You know I need 
someone. Heeeelllppp! 


Dear Cheat Lab, 

1 have managed to find two parts of the map in Monkey Island 2, but I’m now 
stuck. I cannot find anything in the Crypt and I can’t remove the blockage from the 
sink in the Governor’s mansion. Please can you help me overcome these problems 
and tell me how to operate the pump. 

M.K Cox, 

Thirsk, Yorks. 

Hmmm. Not the most descriptive plea for help, but t’ll see what I can do. If 
you’ve made it into the Crypt you must have Stan’s key, but it sounds as if you’re 
missing the book of Pirate Quotations. In Governor Phatt’s bedroom, use any library 
book that you’re holding with the book that’s tying on the bed (i.e the book of 
Pirate Quotations). Forget the blocked sink, it isn’t important, sail back to the Crypt 
on Scabb Island and open the coffin that matches Rapp Scallion’s quote. Get the 
ashes that lie inside it. From here on in, it’s up to you, but if you want to operate the 
pump at the top of the waterfall you’ re going to need the hypnotised monkey, which 
you get by putting the banana on the metronome and... oh, t’m sure you can work it 
out for yourself 

Dear Cheat Lab, 

In Little Big Adventure, I have penetrated Fortress Island and I’ve found the third 
runic stone, but when I drop into the dark room containing the final stone, I can’t get 
out. There’s no exit. Please Help. 

M.K Cox 

Thirsk, Yorks. 

You again, eh? Well, this bit of LBA seems to be causing lots of problems and 
although I answered this question last month in the final part of the LBA player’s 
guide, here’s the solution again if you missed it. If you use the flask of water on the 
Runic stone, the whole room will explode and you’ll be dumped back outside in the 
smoking ruins of the Fortress. All you then have to do is wander back into the ruins 
and head northwards into the construction site for the confrontation with Dr 
Fun frock and the final part of the game. 

Dear Cheat Lab, 

I am playing Hand Of Fate but I can’t find any Sweet and Sour sauce or any serum 
for the Sceptic spell. Please could you help? 

Anwar Mahmood, 

Burton-on-Trent. 

Right. To make the Sceptic spell you need to stand at the Altar of Doubt and then 
(a) make some Sweet and Sour sauce by mixing the taffy (from the Inn) and the vine¬ 
gar (from the Farmhouse) in a bowl, (b) pop the sauce into the cauldron with a rab¬ 
bit’s footprint (use mud on the footprint to make a cast), tears (from the Crocodile) 



ALT and Fi - Gives you all the spells ALT and F5 - Destroys all balloons 

ALT and Fa — Gives you more Mana ALT and F6 — Heal 

ALT and F3 — Destroys all players ALT and F7 — Kills all creatures 

ALT and F4 — Destroys all castles 


and a lucky horseshoe (from the Farmhouse). Fill a flask with the resulting concoc¬ 
tion and then place it on the attar. That’sail there is to it. 

Dear Cheat Lab, 

What is the cheat for going through walls in Doom 2: Hell On Earth? I am dying 
to know. 

John Keenan, 

Northern Ireland. 

An easy one. Just type IDCLIP to toggle the clipping (i.e the walking through 
walls mode) on and off 

Dear Cheat Lab, 

I’ve laughed my way through the Monkey Island series. I’ve struggled with the 
Indy games and I’ve rolled around on the floor playing Sam & Max and Day of the 
Tentacle. But I just can’t make Spock better in the third mission of Star Trek: 25th 
Anniversary. According to the helpline I have to use the insulation from the fusion 
reactor room and use it in the distiller. I also can’t get down to the lower levels of 
the space station without those damned Romulans killing me. Help! 

Joe Michalczuk, 

Horndean, Portsmouth. 

No problem, here’s the solution to the episode in full. When you’ve beamed 
down to the ARK-y station, use Spock and McCoy on the computer. Use Spock 
again on the computer and read the files then head north through the breached 
door. Use Kirk on the cabinet to the for left and take the anti-grav sled. Go east and 
then north. Get the wrench and use it on the panel below the computer on the far 
left. Get the insulation. Use Kirk on the grill on the right to reveal the air vent. Open 
the access panel and use the wrench on the nozzle of the Nz container. Pick up the 
container with the anti-grav sled. Go south into the lab. Use the insulation wires 
with the distillation unit to get some Polycarbonate. Open the freezer unit on the 
right and pick up the virus sample. Now head west for the complicated bit. 

Use the wrench on the nozzles above the two containers. Use the Polycarbonate 
in the sample door of the synthesiser and then use the synthesiser itself Get the 
TLTDH canister that is produced. Turn off the gas at the nozzles and use the anti- 
grav sled to remove the O2 container. Replace it with the Nz bottle and turn on the 
gas again. Use the synthesiser again and get the Ammonia. Head east. Use the 
virus sample on the reproducer and attach the Ammonia canister to the nozzle. Use 
McCoy on the reproducer and get the cure. Nip back west and use the cure on the 
sample door. Next use the synthesiser and pick up the syringe. Use the syringe on 
Spock. Go east and north and use the TLTDH canister on the air vent. Go south 
again and use the ladder. Walk north, untie the prisoners, use the syringe on the 
Romulan captain and let him go by using the appropriate choice. Phew! 

Stuck in an adventure? 

Do you know any hot tips for todays top PC games? 

If the answer to either of these questions is “Yes” grab a postcard and send 
your tips or queries to us at: CHEAT LAB, PC GAMES, Emap Images, 30-32 
Farringdon Lane, London ECiR 3AU. You never know, you might be lucky enough 
to win a software prize. 

C irs NOT OUR FAULT! 

PC GAMES can not be held responsible for loss of data or within the next 2,167 years. Yau use these tips at your 
for the tips failing to work properly or for anything own risk. If anything goes wrong it's your fault, lust want- 
strange and bizarre that might happen to you and your PC ed to make that bit clear. Thanks for listening... 
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n June 24th, 1947, 
pilot Kenneth 
Arnold was flying 
over the Rocky Mountains in Washington State 
when he spotted nine luminous objects travelling in 
formation at an estimated speed of i,90okph. Arnold 
later reported that “they flew like a saucer would if 
you skipped it across the water.” It was the first offi¬ 
cial sighting of what we now call Unidentified Flying 
Objects (or UFOs) — and the birth of the popular 
term ‘flying saucer’. 

UFOs Through History 

Since then there have been literally hundreds of thousands of reported UFO 
sightings all over the world. However, sightings of strange lights and unusual 
objects in the sky are not a particularly modern phenomenon. The Annals Of 
Pharaoh Thutmose, estimated to be some 3,400 years old, describe “fire 
circles” that “shone more in the sky than the brightness of the Sun”. 

Both the Mahabharata and the Ramayana, two epic Indian 
religious poems written over 2,000 years ago, contain several 
passages describing saucer-shaped flying machines called 
‘vimanas’, and even the Bible contains events that can 
be easily interpreted as UFO-related. 

Accounts of UFO sightings — and even possible 
alien contact and abduction — can be found in hun¬ 
dreds of manuscripts throughout history. And while 
most of these records are doubtless based on the mis¬ 
interpretation of completely harmless natural phenome¬ 
na, there remains a substantial number that cannot be quite 
so easily explained. 

More recently — well, in 1762 actually — a Swiss astronomer by the name of de 
Rostan saw an enormous spindle-shaped object move slowly in front of the Sun. 
Over one hundred years later, in August 1883, a similar event happened in Mexico, 
when nearly 400 disc- and cigar-shaped objects were also seen to pass in front of 
the Sun. Interestingly, astronomers at the observatory of Zacatecas managed to 
photograph the objects — the first UFO photos overtaken. 


PREPARE FOR ASSIMILATION! 


As MicroProse prepare once again to 
unleash alien horrors on PC gamers 
everywhere with X-COM: UFO Terror From 
The Deep, we decided it was time to take 
a look at the whole UFO phenomenon... 




UFOs Today 

After Kenneth Arnold’s encounter 
increase in reported UFO sightings, 
hardly anyone subscribed to 
the theory that UFOs were 
extra-terrestrial in origin — in 
the prevalent Cold War climate, 
most people believed they 
were Russian secret 


with the flying saucers, there was a massive 
Initially, 



weapons, developed 
using Nazi technology 
captured during WW2. 

However, as it became 
apparent that these 
objects were capable of aer¬ 
ial feats far beyond those of 
any nation’s technology, the 
idea that they were craft pilot¬ 
ed by beings from alien worlds 
began to grow in popularity. 

Of all the sightings reported, 
it’s estimated that only 5-10% 


are ‘true’ UFOs — i.e. they are phenomena that can’t 
be naturally explained. Most confusing from the UFO 
researcher’s point of view is that hardly any two UFO 
sightings are exactly alike, although the type of 
objects sighted ten<j to fall into one of four distinct 
categories, namely: 

• Flying discs resembling saucers or plates. 

• Cigar- or torpedo-shaped objects. 

• Glowing spheres. 

• Luminous balls of light. 

And the UFO phenomenon goes beyond mere sightings. Some people have 
reported seeing and even meeting the alien occupants of these strange craft. Others 
claim to have been forcibly abducted by aliens and physically experimented upon. 
Lunatics? Some maybe, but certainly not all. In some cases there’s even ‘evidence’ 
that these contacts really occurred, with the subjects suffering burns and sickness 
akin to that caused by exposure to radiation. As with the 
UFOs themselves, the confusing thing about these 
‘close encounters’ is that the aliens described are 
rarely ever alike. 

Then there are the bizarre cases of cattle 
mutilation. Farmers and ranchers around the 
globe have reported finding their stock brutally 
murdered, often with organs and limbs surgically 
removed but without a trace of blood anywhere. 
And is it more than a coincidence that UFOs are 
often sighted in the area at the same time that these 
horrific mutilations occur? 

The Official Line 

In January 1948, as a response to the immense public interest in and 
concern about UFOs, the United States Air Force set up Project Sign to monitor and 
investigate UFO sightings. It was later renamed Project Grudge and then Project 
Blue Book, and was closed in December 1969. During its lifetime the project exam¬ 
ined over 13,000 UFO reports, and concluded that nearly all could be explained 
quite easily by natural phenomena. Those small number of unexplained cases that 
remained were, it claimed, no threat to US national security. 

Meanwhile, in 1952 the National Security Council of the United States charged 
the CIA with determining whether UFOs posed a threat to the security of the United 
States. The resulting Robertson Panel Report, released in January 1953, concluded 
“the continued emphasis on the reporting of these phenomena does, in these per¬ 
ilous times, result in a threat to the orderly functioning of the body politic.” The 
report went on to recommend that the CIA should continue to debunk the notion of 
UFOs and attempt to educate the public to accurately recognise aerial phenomena. 

Thus the US government’s ‘official line’ (and one echoed by almost every other 
government in the world) is that UFOs are of no concern and are certainly no threat 
to national security. However, the way the US government actually responds to UFO 
sightings and UFO-related events runs very much counter to that stated attitude, as 
the following famous incident shows... 

The Roswell incident 

At 9.50pm on July 2nd, 1947, Mr and Mrs Wilmot were sitting on their porch of 
their home in the town of Roswell, New Mexico, when they saw a “big glowing 
object” travel silently and at great speed overhead. 

The following morning, civil engineer Barney Barnett was working in the desert 
some 250 miles west of Roswell when he saw sunlight reflecting off an object in the 
distance. Thinking it might be a crashed aircraft he went to investigate, only to find 
the remains of a “metallic, disc-shaped object” roughly 25-3oft in diameter. 

As he began exploring the crash site he was joined by some archaeology stu¬ 
dents from the University Of Pennsylvania, who were in the area and had also spot- 







(Top right) It’s estimated that over 90% of 
UFOs can be explained away as sightings of 
Venus, meteors, lenticular clouds — shown 
here — or other natural phenomena. 

(Far right) A crowd of Russians gathers 
around the scorched patch of earth where a 
UFO supposedly landed. 

(Above right) Gerroff the giraffe! UFOs can 
appear in the most unexpected of places! 
(Above) This photo, taken over 40 years ago 
in Oregon by Paul Trent, has been rigorously 
analysed by almost every UFO researcher, all 
of whom have concluded that it is not fake. 
(Left) This photo, printed in a newspaper in 
1951, allegedly shows the body of an alien 
recovered from a crashed UFO. The paper 
later admitted it was an April Fool’s hoax. 
(Far left) In 1963, Paul Villa from New Mexico 
claimed he was contacted by the aliens on 
this UFO. He alleged that they had chosen 
him to do some PR work for them! Experts 
have declared the photos fake. 


ted the \wreckage. Together they made the most amazing discovery of all — the 
bodies of four creatures. Although human-like, their heads were over-large in pro¬ 
portion to their bodies, and they were small eyed and hairless. Each humanoid wore 
grey, one-piece clothing, without belts or zips. 

Suddenly an army officer pulled up in a jeep and told Barnett and the students 
to clear the area, and not to breath a word of what they’d seen to anybody. Soon 
more soldiers appeared and the area around the crash site was rapidly cordoned 
off, and over the next few days the wreckage was removed. 

Around the same time, a rancher named W.W. ‘Mac’ Brazel who lived roughly 
mid-way between Roswell and the crash site found strange debris — like metallic 
foil, thin and pliable but very tough — strewn over his land. Brazel showed some 
pieces of the debris to the local sheriff, who in turn contacted Roswell Army Air 
Field. Brazel was immediately brought to the base and questioned by the military 
over several days, while all traces of the debris were removed from his ranch. He 
was eventually released, but ordered not to talk about his experience. 

Despite the witnesses being sworn to silence, it didn’t take long for news of 
these strange discoveries to leak out to the public and press, and a few days later 
the Public Relations Officer at Roswell Army Air Field issued a sensational and 
unprecedented official statement confirming that a “flying disc” had been recovered 
from a ranch near Roswell. Within hours, however, the commander of the Eighth Air 
Force at Fort Worth in neighbouring Texas ordered the statement to be retracted. He 
then went on radio to state that the whole affair was a simple case of mistaken 
identity, and that the ‘crashed spaceship’ was simply a downed weather balloon. 

But what of the alien bodies seen by Barnett and the students? And if the recov¬ 
ered object was nothing more than a weather balloon, why did the army go to such 
efforts to seal off the crash site? And why were witnesses ordered not to talk about 
what they’d seen and, in the case of Brazel, interrogated for several days? Piecing 
together the evidence, it would seem that a saucer travelling over Roswell had suf¬ 
fered some sort of severe damage while in the vicinity of Brazel’s ranch, and had 
then crash-landed in the desert where Barnett found it. 

There have been several similar accounts of crashed saucers being recovered by 
the army, many of which include the presence of deceased alien occupants, 
although the Roswell incident is by far the most well-documented. However, 
attempts by UFO researchers to find the truth behind these incidents have been 
consistently hampered by the US government’s refusal to release any information 
about them — or rather, information that’s not been so heavily censored that it’s 
virtually useless. 


Who Goes There? 

Who knows? Despite over four decades of intense study, UFO researchers are no 
to unravelling the mystery of the UFOs now than they ever were. While it’s 
doubt that UFOs really do exist, where they come from and, more 
, why they come here is still unknown. Let’s just hope 
UFO games aren’t training for the future... 







The name*s Erskine. Christina Erskine, And if you*ve 
got a technical problem, Tve got a not-so-technical 
solution. ThaVs why they call me... 



“Oh God, I’m at my wits’ end,’’ cries poor 
Desperate of Darlington. “Please can you 
sort out this memory business once and for 
all? just tell me an easy way to set up my 
PC so that I have plenty of expanded — or 
extended, or whatever — memory for my 
games and I’ll be yours forever.’’ 

Sorry, Desperate, but you and I probably aren’t destined 
for long-term bliss. You see, there just isn’t one easy 
way to set up your PC’s system memory so that all your 
games will run without any further tweaking at all. 

But surely, if I upgraded my PC so that it had, for exam¬ 
ple, i6Mb of RAM you could tell me how to make some of 
it extended, some of it expanded, how to have lots of the 
base 640K free, and then everything should run okay. 
Well, only up to a point. I’m afraid. But look, there are 
lots of shortcuts and tricks that will certainly help you, 
and you don’t need 16Mb of RAM — 8Mb will do you 
very nicely (if you have 4Mb it’s worth considering an 
upgrade but you don’t have to break the bank just yet). 

All right, any help would be welcome. Can we get this 
extended and expanded business sorted out first? 

Sure. Expanded memory and extended memory are two 
different ways of ‘managing’ the memory you have 
installed as SIMM chips in your PC. I’m not going to bore 
you with the details of how they differ, or how they came 
into being, but expanded memory was the first one and 
was designed to work with 286 PCs. Extended came 
later and works with 386 PCs and upwards. 

So why do some programs need one and not the other? 
And how can I tell before I load up a game? 

Most games these days use extended memory. As long 
as you have the extended memory driver set up in your 
CONFIG.SYS file, you shouldn’t have to do anything else. 
Games which use expanded memory should say so in the 
manual, so you can set your machine up accordingly. 

And my ‘extended memory driver’ is..? Er, what exactly? 
It’s a system file that sits in your DOS directory called 
HIMEM.SYS. Have a look at your CONFIG.SYS file - you 
should see the line DEVICE=C:\DOS\HIMEM.SYS. It’s a 
good idea to have it as the very first line, with the 
expanded memory line immediately below. If you have 
that line there, then your extended memory driver is 
loaded, and any games that make use of it should do so. 

And that expanded memory thing? 

Okay, look in your CONFIG.SYS file again, for a line that 
reads DEVICE=C:\DOS\EMM386.EXE. Now this time, you 


may see some numbers or letters after the EMM386.EXE. 
With expanded memory, you can allocate a certain 
amount of your memory to be used as expanded (extend¬ 
ed just takes the lot and uses whatever it needs). So, 
you might see DEVICE=C:\DOS\EMM386.EXE 1024, 
which means you have 1,024 kilobytes, or iMb, allocated 
as expanded memory (the rest, incidentally, will be con¬ 
figured as extended by default, so long as you have that 
HIMEM.SYS line in there). So now you can see that your 
expanded memory line ends in 1024, and you try to run a 
program which wants 2Mb of expanded memory, you’ll 
need to change that line so that it reads 
DEVICE=C:\D0S\EMM386.EXE 2048. 

Well, I’ve had all sorts of combinations of the two, but I 
still have problems with some games. In fact, every time, 
I load a game and I see the words “DOS 4/GW’’ on¬ 
screen I know I’m in for trouble. What is this DOS 4/GW 
and why does it stop all my games from working? 

Oops. DOS 4/GW was actually intended to make things 
easier, not more difficult! You’ll normally get a glitch 
with DOS 4/GW if you have a 4Mb machine. What this 
memory management program is looking for is the 
biggest block of either expanded or extended memory 
and it uses that for the game in question. If all your 
memory is configured as extended, or all of it as expand¬ 
ed you should be fine. But if you have, say, 
DEVICE=C:\D0S\EMM386.EXE 2048, then you have 2Mb 
of expanded, leaving around 1.5Mb for extended and 
that isn’t enough of either for DOS 4/GW. The quickie 
solution to this is to go back into CONFIG.SYS and just 
‘disable’ the DEVICE=C:\DOS\EMM386.EXE 2048 line. 

What, just get rid of it? 

No, don’t delete it. Move your cursor down to the begin¬ 
ning of the DEVICE=C:\D0S\EMM386.EXE 2048 line and 
just type REM at the start — so that it now says REM 
DEVICE=C:\D0S\EMM386.EXE 2048. REM stands for 
‘remark’ and it tells DOS that this line is just a comment 
to be ignored, not a command to be loaded. Then restart 
your machine again, and all should be well. 

Well, I think that’s the extended/expanded stuff sorted 
out. But that doesn’t help the base memory, does it? 
How can I get more than 550K free out of 640K when I’ve 
got my CD drive, my mouse and everything else loaded? 
It’s certainly a squeeze. The really slap-happy answer to 
this is to run MemMaker. MemMaker is a program that’s 
built into versions of DOS 6, and it’s dead simple to use. 
Start at the C:> prompt and type MEMMAKER. Then fol¬ 
low the on-screen prompts for an ‘express’ set-up. If it 
asks you if you want to use expanded memory, say no — 
don’t worry, it won’t delete your expanded memory line. 

So what does MemMaker do? 

It will try to give you as much base mem as possible. It’ll 
load as many devices as it can into the upper memory 



area. This is the block of memo¬ 
ry between the 640K you need as 
your base memory and the first 
iMb, which DOS can use to load 
device drivers into. 

The things to look for in CONFIG.SYS, after 
MemMaker has done its stuff, is a line saying 
DOS=HIGH, which means that DOS has loaded into ‘high 
memory’, which is the first 64K of extended memory. 
You’ll also notice that where it used to say DEVICE it 
should now say DEVICEHIGH (and in AUTOEXEC.BAT 
you’ll see lines now starting with LOADHIGH or LH). 

So they do. And what’s this ‘noems’ after the 
EMM386.EXE? What sort of a number is ‘noems’? 

It’s not ‘noems’, it’s NO EMS, or NO EXPANDED MEMORY 
SYSTEM — and very useful it is too. This little addition 
to the expanded memory line loads the expanded memo¬ 
ry driver (DEVICE=C:\EMM386.EXE) and that makes 
your upper memory available, but then it doesn’t allo¬ 
cate any expanded memory specifically. So you get all 
the upper memory for devices, but all the extra memory 
above iMb as extended. In fact, I keep my default 
expanded memory line in CONFIG.SYS with ‘noems’ at 
the end because I find that this is how I can get most 
things to load. 

So how much memory can I expect to have free after all 
this MemMaker-ing? 

Depends on what else you’ve got in CONFIG.SYS and 
AUTOEXEC.BAT. Some drivers take up loads of space, so 
if after all this you still haven’t got over 600K, I’d REM 
out any line in CONFIG.SYS that begins with the word 
SHELL, and I’d also REM out the line in AUTOEXEC.BAT 
that has C:\WINDOWS\SMARTDRV.EXE in it. Windows 
slows down a bit without it, but at least it’s not taking up 
valuable base memory. Then restart your PC and see 
where that gets you. 

Yes, but how do I know how much memory I’ve got free 
until I find my games won’t load? 

At the C:> prompt, type MEM. This will give you the 
memory you have free. If you want to see a breakdown of 
which drivers are taking up space where, type MEM /C. 
And if you want to see this without it all whizzing past 
on-screen too fast to read, type MEM /CIMORE. 

And hey — best of luck! 

Another problem eliminated — bag it and tag it, boys. 

If you’ve got a problem with your PC that needs a spot of 
troubleshooting, drop me a line and we’ll talk it through. 
And when I’m not being the Troubleshooter, I’ve got a 
day job as editor of PC REVIEW, sister magazine to the 
very wonderful PC GAMES. PC REVIEW covers the whole 
gamut of PC entertainment and includes a Technical 
Help section, in which you can find more detailed ver¬ 
sions of the articles which appear in this section. 











It’s good to talk — especially 
to us. Send any letters, postcards, draw¬ 
ings or tatty scraps of paper to Dave the 
Editor at: PC GAMES, Priory Court, 30-32 
Farringdon Lane, London ECiR 3ALI. 
Alternatively, Fax him on: (0171) 972 
6700, or go Cyber and e-mail him at: 
PCREVIEW@CIX.COMPULINK.CO.UK. 
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CD Shortage! 

Dear PC GAMES, 

Where are my CD-ROMs? Are you hiding 
them somewhere? I’ve been running 
around town the best part of half a day 
now, but could I find a copy of PC GAMES 
CD-ROM Edition? Could I ‘eck! Not a 
sausage! There were plenty of HD 
Editions though... So, as time went by, 
and the desperation to read my favourite 
PC magazine grew, I caved in and — wait 
for it — bought the floppy version. The 
same thing happened last month too. 
What are you guys playing at? 

On a happier note, keep up the excel¬ 
lent reviews — you’re the best! 

Andrew Eikheim, 

Hillmorton, Warwickshire. 

It’s a fair cop, Andrew — we’ll come qui- 
I etly. You see, the truth of the matter is 

I that there never have been any CD-ROM 

^ Editions of PC GAMES — we just pre- 

' tended that they existed to make us 

look as big and as hard as all the other 
PC magazines. And we would have got 
away with it too if it hadn’t been for you 
meddling kids... 

But seriously Andrew, we’re sur¬ 
prised that you’re having such problems 
getting your hands on our delicious, 
delectable and delovely CD. True, not 
every tiny cornershop will have PC 
GAMES CD-ROM Edition, but if you have 
a local W.H.Smith or John Menzies then 
you shouldn’t have any problems at all. 
If all else fails, why not order PC GAMES 
from your local newsagent using the 
handy note provided on page 98? 

Tube~tastic! 

Dear PC GAMES, 

I’ve never written in to a computer mag 
^ before, but I felt I had to break the habit 

f of a lifetime just to say a big ‘Thank you’ 

\ for the Tube game which you gave away 

; with your Feb ‘95 issue. It’s absolutely 

brilliant — if a little short! — and defi- 
' nitely one of the best coverdisc games 

I’ve ever played. Are you planning to do 
j more of this sort of thing in the future? 

|- Mark Havers, 

i Basildon, Essex. 

I 

I Glad to hear you liked Tube, Mark. It 

j was rather special, wasn’t it? But before 

I you send us pressies, don’t forget about 

those brilliant guys and gals at Bullfrog 
: — without them. Tube would never have 

happened. As to whether we’re plan- 
I ning to more of this sort of thing in the 

future... Well, we wouldn’t like to let the 
cat out of the bag too soon, but suffice it 
I to say: Watch This Space... 


Have Origin 

Gone Mad? 


STARLGTTGR 


Dear PC GAMES, 

just what are Origin up to? One month they release the most incredible state- 
of-the-art ‘interactive movie’ ever created (that’s Wing Commander 3, in case 
you hadn’t guessed), and the next they follow it up with Wings Of Glory, a 
game which appears to be little more than that ‘oldy’ Strike Commander but 
with prop planes and stiff upper lips. 

Surely each release from a software developer of Origin’s calibre should be try¬ 
ing to push the PC’s technological limits, not just recovering old ground again? 

I mean, what’s next? Ultima IX using the original Ultima game engine written 
in the early 80s? 

Simon Nuffield, 

Tottenham, London. 

Agreed, Simon. On a purely aesthetic level Wings Of Glory does seem to be 
something of a ‘backwards step’ after Wing Commander 3, but then Wings Of 
Glory didn’t cost over $4 million dollars to make. And just because Wings Of 
Glory doesn’t feature top Hollywood actors going through their paces 
against blue-screened backdrops and come squeezed onto four CDs, that 
doesn’t necessarily mean it’s a bad game. 

If it’s revolutionary games you’re after. Origin are due to release the 
long-awaited BioForge in the very near future. Best described as a futuristic 
Alone In The Dark, the game features some spectacular texture-mapped 
graphics and some extreoie/y clever puzzles. Hopefully we’ll get a review- 
able version of BioForge in for next month’s issue. 


Wing Whinger 

Dear Dave the Editor, 

Tm writing in about your recent review of 
Wing Commander 3. I’m a big fan of the 
Wing Commander series, and snatched 
my dealer’s hand off when WC3 
appeared at my local software store. 
After playing the game for the first time I 
had to pick myself up off the floor — it’s 
outstanding. I love this game to death, 
but like yourselves I don’t have a 
Pentium — in fact, I have a 33MHz 
486DX, with a double-speed CD-ROM 
drive and 8Mb of RAM. 

And it’s regarding your comments 
about the game’s speed on low-end PCs 
that Tm writing in about. In your review 
you complained that on a 33MHz 
486DX2 the game suffered from slow 
spaceflight, lengthy loading times, etc. 
This is not the case on my machine. The 
transition period as you move between 
decks and conversations is a mere 15-20 
seconds (not 30 seconds as you say), 
and the mission loading times vary 
between 2 minutes 45 seconds and 3 
minutes 30 seconds — nowhere near 
your claimed 7 minutes! 

Also, you say that the combat is slow 
and jerky, especially when there’s more 
than one fighter on-screen. I found this 


simply not to be the case — the screen 
only jerks when there are capital ships 
on-screen. 

If I had read your review of Wing 3 
before buying the game, I can honestly 
say I wouldn’t have bought it. I can only 
assume that you have a problem with 
your PC and suggest that you get an 
engineer to look it over — or that you 
buy another stopwatch as your current 
one must be broken! 

Lee Wilson, 

Ashford, Kent. 

Lee, first let me assure you that both my 
stopwatch AND my trusty PC are in full 
working order. The loading times I 
endured while playing Wing 3 were 
more or less the same as those suffered 
by other people in the office who tried 
running the game on their 33MHz 486s, 
including our learned colleagues on PC 
Review. I have no idea why Wing 3 runs 
as well as it does on your PC — have 
any other readers had similarly pleas¬ 
ant surprises? 

And one last thing — while I agree 
that having to wait three minutes for the 
missions to load is better than having to 
wait seven minutes, it still seems like a 
bloody longtime to me! 


Tips In Time 

Dear PC GAMES, 

For some reason I had never picked up 
PC GAMES before the March 1995 issue 
[shame on you! — Dave], and I was 
pleased to discover that it thoroughly 
satisfied my PC gaming magazine addic¬ 
tion. I especially enjoyed the Power Up! 
section as it included tips to recently- 
released games, whereas other mags 
seem to take months to supply the same 
information. I thought it was a PC 
gamer’s dream manual [I say, steady on 
old chap! — Dave]. 

So why am I writing you this letter, 
filled out with a few ‘pats on the back’? 
Well... Unfortunately, I have one small 
but constructive criticism of your mag. 
Seeing as I own both Little Big 
Adventure and System Shock, I was hop¬ 
ing to get my hands on a few back issues 
so that I could refer to earlier parts of 
your excellent walk-through solutions. 
But when I searched through your publi¬ 
cation for back issue information none 
could be found! 

Please help satisfy my insatiable 
thirst for PC gaming knowledge and tell 
me how to get hold of the last few issues 
of your mag! 

Troy Wilson, 

Goring, Oxon. 

You’re not the first person we’ve had 
writing in about back issues, Troy. You 
(and everybody else who’s written in) 
will no doubt be pleased to see that 
there’s full info about how to order past 
editions of PC GAMES on page 76. 

Several people have also enquired 
about subscriptions. We’re currently 
working on a new offer, which should 
see the light of day soon. 

Heretic Hoo-Haa? 

Dear PC GAMES, 

Why did you make such a big fuss about 
Heretic? I mean, you put it on the cover 
and gave it a four-page review, but it’s 
only Shareware at the end of the day! 
Surely it should’ve been reviewed in the 
‘Yours... For Less Than A Fiver’ section? 

David Jenkins, 

Aldermaston, Berks. 

Yup, Heretic is ‘only’ Shareware — but 
then, so was Doom. And as Heretic 
marked the appearance of an 
‘enhanced’ 3D engine and was produced 
by Raven Software in collaboration with 
id Software themselves, we thought it 
was a game worth making a song and 
dance about. Fair enough? And besides, 
it’s brilliant... 













Next month, in yet another PCGAMG5 
e)^Li%ive, we take the slimy wraps off 
l\fjjndscape's stunning new 
^^pace ^venture based around the 
^ wod^fe^canfet movie monsters. 

^ I^Sted b^feuper-talented French 
djg^bpe[%^ryo, Aliens will 
%[^^ub^5ly be one of the year's § 
^ bigges^eleases. And 
you can read about it 
first in PC GAMES. 
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Dear Sir Agent Of News, 

You’re simply the best — better than all the 
rest. Which is why you should have absolutely 
no problems reserving next month’s issue of PC 
GAMES for me. 

I am;. 

1 live at:. 

.Post Code:. 

I’d like the HD disk edition of PC GAMES O 
I’d like the CD-ROM edition of PC GAMES □ 
(Tick preference) 


There’s always plenty to get your teeth stuck into! 

May Issue on-sale April 6th. 











GAMERUNNE 


THE STORY SO FAR 


You are the Game Player. Malignant forces are 
attacking your computer. Your power to play 
has been stopped cold in its tracks... 


You need help! Await further 
instructions. 


YOUR MISSION 


Get the Gamerunner and regain ^ 

control of your PC. QEMM, HyperDisk ^ 1^ 

and AXIS The Gamecheater unleash your , 
maximum gaming potential. 

r . 

QEMM liberates your memory so you can play again 
HyperDisk releases your hard drive from its 
shackles. AXIS The Gamecheater breaks the rules 
for you. 


With Gamerunner, you are in control: 
nothing can stop the action! 


Quarterdeck UK: Widford Hall, Widford Hall Lane, Chelmsford CM2 STD. Tel +44 (0) 1245 496699 Fax +44 (0) 1245 495284 
Quarterdeck International: B.I.M. House, Crofton Terrace, Dun Laoghaire, Dublin. Tel +353 (I) 284 1444 Fax +353 (I) 284 4380 

Quarterdeck France: Tel +33 (I) 43 20 38 46 


MORE MEMORY + MORE SPEED + MORE FUN 
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Do things like UFOs and ghosts really exist? 

Is there a paranormal presence in our world? 

The highly classified government team of Bureau 13 know the answer is yes 
and are the first and last line of defence against supernatural forces. 
Thrilling combat sequences with variable scenarios fill this beautifully drawn 
graphic adventure in which the government have kept the widespread 
reports of paranormal activity a secret for years. 

Can you keep it that way? 



Available on PC 3.5", PC CD ROM, Amiga, , d CD32 


GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berks SL 1 3 UA. 


GAMETEK 


